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Core's Thunder haw 
outguns the enemy. 






SEEK TO DESTROY. 

versatility to make best use of a wide range of 
missions, the Hunter is a breed apart. 

found in his amazing three- 



attack I survive. 




Available in September on Amiga & Atari ST 
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LLFROGGER 



Surely/ this cannot be. Bullfrog, top developer* 
of bra in -games lite Populous and PowerMonger 
long to produce their own Frogger game? What 
on earth is going on? 

But no- Straight up, on the level, no messing. 
We're on the up and up. This, dear reader, is the 
game Bullfrog vuould really like to produce, 

In the first in an occasional series, W* ask 
rated programmers how they would, with the 
benefit of their silky smooth techniques, put 
logethip-r their favourite games of yesteryear. 

Turn to page 86 




SHOCK IT TO US! 



Odd, isn't it? In the entertainment business 
these days you can't move for shocks. It's a 
roaring trade again, What with Patrick Bateman chopping up old 
flames in American Psycho, Henry doing for all and sundry In Portrait 
of a Serial Killer and all yer top rappers singing about flashlights and 
shootings, the public's appetite for visceral thrills seems boundless. 
And yet software would appear to be taking definite steps away from 
this aspect of its supposed sister industries. But is it necessarily a good 
thing? Shouldn't older gamers have the opportunity to buy games 
which would pump their adrenalin just a little bit faster? Whatever else 
you might think, it'd make an interesting change from stacking hats. 




twoot w r loopy nut* in wt- And to 
will pew b* after you'v* rrad the 
revprw on Paflc Ml. 



COVER STORY 

Lotus 2 may well turn out to be 
Gremlin's biggest setter to date. But 
cashing in on last year's success story 
could easily have turned into this year's 
nightmare for development team 
Magnetic Fields. 

We talked to the teams at Fields and 
Gremlin to (earn just how they intended 
to put a new spin on the race genre, and 
in particular what new elements could 
be included to improve on their undeni- 
ably excellent prequeL 

The Feel! The Frantic Bends} The 
Fog! They're alt detailed on page 40 
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20 SCARY MONSTERS 

ACE visits the Planet of the Gamers, a strange, 
disturbed world who's inhabitants have evolved 
after centuries of playing particular types of 
games. Anything but a pretty picture, its a 
white knuckle voyage into the hearts and 
minds of an alien nation. Well, alright, perhaps 
not. 

24 QUESTION TIME 

The ACE readers, we know, likes to pride them 
selves on a higher degree of industry knowl- 
edge than most And here's the chance to 
prove it, 

27 DIGITAL PICTURES REVISITED 

You've seen their graphics! You've seen their 
faces! And now you can hear them speak! 
Intrepid reporter Rovin" Dave Upchurch licks his 
pencil and asks the questions. 

32 COIN OPS 

John Cook feeds the latest slots and offers his 
considerable wisdom as to the most recent 
developments in the field, 

35 VIRGIN CONFERENCE 

Virgin Games open their doors to perhaps the 
most motley crew of visitors it's ever had the 
"pleasure" of looking after - ACE readers! Read 
about their horrible ordeal of free crisps and 
Coke and goodie bags - if you dare! 

39 IN THE WORKS 

A further three games currently in r if you must, 
"development" get the critical eye treatment. 
• Lotus 2 • Eye of the Storm • Mega Twins 

REGULARS 



ACE GAMES NEWS 

Rik Haynes scours magazines from around the 
globe, cuts them up and makes up some appro 
priate captions. 

ACE TECH NEWS 

Gadgets, widgets and gizmos. But absolutely no 
printer cables or disk box holders, thankyou. 
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The write stuff. 
TRICKS n' TACTICS 

This month's lucky games to receive the envi 
able T'nT treatment are Gods from the Bitmaps, 
Monkey Island from US Gold, Super Mario 
World on the Super Famicom r and Space 
Quest iVUom Sierra. We'll also be paying a 
return visit to old friends Prince of Persia and 
Strider. 




Some good news for (how 
pktyrfS *hp have already 
conquered Cattle* (mm 
Interplay and Efettronfr Arts. 
An add-on datadlsk - ponied 
with extra missions, castles 
ijfhj wr.'icin'(iy - wli' be cut in 
late September for awmd 
CIS. LA contends Castles 
wot One at their biggest ever 
ship-outs fix a PC tlttt. Turn 
to page 56 if you want to find 
out more.,. 



Rik Haynes with more out of this 
world stories... 



Take The A-Train 

If you're bored with being a Railroad Tycoon, why not take the A-Train? 
This lively locomotive simulation is steaming Its way over from Japan. 
SimCity creator Maxis has picked up the European and North American 
rights and is initially working on a PC adaptation which it hopes to 
release early nest year, 

Superficially, A-Train from Artdink is the 
Japanese version of the popular Microprose 
game - except in Railroad Tycoon you just tried 
to get rich, with the Maxis release you're trying 
to be a good city administrator. You have to 
raise money, buy land, put in your rail and run. 
the trains. Simple, eh? 

"This is sort of a living train-set, - " asserts 
Maxis boss Jeff Braun, " You can just let it run 
and see the trains moving around and the 
buildings growing and shrinking. There's all 
kinds of detail going on. Keep an eye peeled for 




fit* Iha A Train lomewtist familiar to us Sim City fans, 

but th* r*tipe i m 90od, who'i complaining? (Many ttortli* 
to Japan'! lag-In >naguln* for permisiinr» to in* this 



the amusement park and ski areas." 



The Rescue Of Princess Blobette 

The blob is back! Continuing the story of the a ward- winning A Boy und His Blob, The Rescue 
of Princess Blobette for the Gumeboy has been licensed by Nintendo itself for release in 
Europe Later this year. 

lellybean-lovtng alien Blobert and his Earth-boy companion are back in a brand-new 
adventure, taking them to the Royal Castle of BloboLonia. Navigating the traps and secret 
rooms, the player must rescue the Princess from the 
clutches of an Antagonistic Alchemist and eat as many 
jellybeans as possible! 

Absolute Entertainment's The Rescue of Princess Blobette 
is the creation of David Crane. This veteran video games 
geezer gave us the memorable Pitfall, Ghostbusters and 
Little Computer People when he worked for Activision. 
Crane is now completing development of a new Simpsons 
Gumeboy title for Acclaim, 

* WVftM ilotmf tackle Antagonist Akhffftift HI tft* Gaim Boy 





Star Wan - raxumKting, ca<kfi on a pik«llal*fl KrMfl M«r 



Star Wars 

ACE can exclusively reveal Lucasfilm Games 
In California is secretly working on a Star 
Wars flight simulation based around the 
renowned motion picture. 

Many or the best designers and 
programmers at Lucasfilm Games have been 
assigned to the project which focuses on the 
rebel X-WIng fighter flown by Luke Skywalker 
in the original movie. Although development 
has hardly begun, an insider suggested the 
gams is already looking like a potential 
blockbuster. Ho told us the graphics engine 
found in Secret Weapons of the Luftwaffe 
(reviewed elsewhere In tills Issue) has been 
refined beyond recognition and used to 
create the realistic imaging of Imperial Tie 
Fighters and Star Destroyers, The Millennium 
Falcon may even make a special guest 
appearance along with a few Star Wars 
characters like R2-D2 and C-3PO. 

Lucasfilm Games has previously enjoyed 
considerable success with Their Finest Hour 
and Indiana Jones and the Last Crusade 
games for the PC, Amiga and ST. 
Birmingham-based US Gold handles these 
prestigious products In the UK. 
Unfortunately, nobody there could throw any 
light on the matter of an X-WIng slm. 

Sue Seserman at Lucasfilm Games 
confirmed the existence of the new Star 
Wars project but added the company Isn't 
definitely committed 1 to It,., yet! If the go- 
ahead Is given r PC players could be 
attacking the Death Star within a year 

Meanwhile, French firm Ubisoft Is devising 
a Star Wars title for the Nintendo Game boy. 
Indications are that this handheld game will 
be Similar to the NES console adaption of 
Star Wars - due for an autumn release from 
Lucasfilm Games and JVC Musical Industries 
{see ACE 42 for further details). A 
spokesperson for Ubisoft said the movie is 
like a big video game and Star Wars will be 
one of the most exciting Game boy titles 
available. 




Robocop 3 is ivmSng to the 
Super NES J" the first quart* r 
(rf" 1 992 thanks io Qotan, 
"Join the homeless of 
D* trait, "SO the sales-pilch 
goe$ r 'as they battle the evii 
Sptatterpunks and Rehahs 
who are trying to level the 
city, Keiko on eleven-year-old 
computer wizard will hetp 
you and your urmaments 
save the cffy- * 

~i 



Demon'i Gate for PC, Amiga 
and 5 / is being described as 
an 'Ultima-beater' by 
Gremlin and Imagitcc. 
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Leather Goddesses Of Phobos 2: 
The Gas Pump Girls 

Are you ready to be whip-tickled by the (las Pump Girls? ActMskwi Is set to launch Leather 
Goddesses of Phobos 2 onto poor unsuspecting PC adventurers. A CD-ROM version Is else on 
the cards. 

The state-ofiriay has dramatically changed since the release of the original game. To 
compete with the likes of Sierra 0n4Jne and Lucasfllm Games, Acthrlston has enlivened tha 
sequel wrtto 256-colour VGA graphics, 'hundreds of scenes of animation', digitised voices and 
music, a polm-and-click Interface and characters which can speak five languages through the 
usual sound boards. The first Infoconi Multimedia Adventure Game has been designed by Steve 
■Zork Zero' Meretsky, 

Uke a typical B-movie, Leather Goddesses of Phobos 2 sees a small '50s American town ter- 
rorised by a meteorite and an alien invader. Only the military and a group of attractive gas 
pump girls can save the day. Ugly girts Just couldn't do the Job, obviously! 

ActMslon Is Including a Free Ufa Size Sound Enhancer 1 widget to play sampled sounds 
through the parallel port on your PC. 



Video gofnti supremo 
Nintendo is now ranked 
among the top thirty 
Japanese companies. Ahead 
of Nissan Motor, Pioneer 
Electronic and Japan 
Airlines. Within grasp of 
Sony. Fujitsu, WC, Toshiba 
and Mitsubishi Heavy 
Industries- 



Dune 



Before he created Twin Peaks, curt director 
□avid Lynch attempted an epic scl-fl movie 
based on a Frank Herbert book. Dune may 
have had Sting and Spice but the result was 
confused and catastrophic. With two comput- 
er games concurrently In the works, Virgin 



Games looks set to continue the confusion 
but hopes that's where the similarity will 
end. 

With developers in the USA and Franca 
writing two separate strategy titles, Virgin 
Games still Isn't quite sure about this 
mammoth undertaking. How would you turn a 
complicated novel into Interactive 
entertainment? 



"At the moment we're trying to decide 
what to do," verifies David Bishop at Virgin 
Games, "It's going to be decided when we 
get a playable version of both games." 

News wonders quite how the massive flop 
"curt" movie will end up In computer form, 
but Is keen to see the results nonetheless. 

Dune should be available In spring 1992 on 
Amiga, PC and ST. 



The Chaos Engine 

I hose busy Bitmap Brothers ore readying ml other release in the 
depths of London's East End, The Chaos Engine has very little to do 
with fractal geometry theory and Instead mixes J Lhe finest points of 
computer role-playing games and classic Bitmap Brothers action'. 

Players control up to three characters with individual abilities and 
weapons on a Look-down eight way scrolling arcade adventure to 
destroy the dastardly Chaos Engine and a horde of creatures, 

"These monsters employ intelligence and cunning using a unique 
form of behaviour modelling/' claims a spokesperson at Renegade 
Software- " Additionally r the game encourages teamwork and charac- 
ter management" 

The development group has oodles of experience with top selling 
games Like Speedball 2 and Gods, trie Mathews and Phil Wllcock are 
designing The Chaos Engine, Steve Corgi 1 1 is punching the code, 
graphics are the responsibility of Dan Malone with music and sound 
effects provided by Richard Joseph. 

The Chaos Engine should be available this winter, 
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Plan 9 From Outer Space 

Generally regarded as the worst film of aJJ time, Plan 9 from Outer 
Space is coming to the Amiga, PC and SI early next year courtesy of 
Gremlin. 

Enlisting the talents of a few ex -Cinem aware programmers in 
Ireland, Gremlin is busy converting this 1953 black and white sci-fi 
shocker into an action adventure. The team reckons this game-of- 
the-movie will be unlike anything you've played before. " We don't 
want to make the usual mistakes made by our competitors," con- 
firmed lan Richardson at Gremlin, "We're taking our time on this 
project and aim to get everything absolutely right." 

Finding the holder of the rights to Plan 9 has proved to he a task in 
itself. The production of the original movie was plagued by problems 
and a severe shortage of cash and talent, Tragedy struck after only a 
few days of filming when leading actor Bela Lugosi suddenly died 
and the director ended his career writing pornographic novels. Will 
Gremlin face similar problems? 

Ions of Plan 9 will be pleased to hear Gremlin will include a video 
featuring edited highlights of the movie. Additionally, there are 
rumours of a West End theatre production planned for lateT this 
year. 
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Laffer Utilities 

The programmers at Sierra On Line are continually larking around 
so they've come up J the ultimate in productivity software' for your 
office PC. Laffer Utilities is an off-beat collection of programs 
designed to keep boredom at bay. 

"Now you can efficiently waste time at work," remarked a 
spokesperson, "pretending to be hard at work while you actually cre- 
ate lotteries, play games and read jokes." 

The database of yugs f supplied by ol r Leisure Suit Larry himself, 
can be fine-tuned by playing with the humour level and 'Tilth -0- 
Meter'. 

A built-in safeguard feature in Laffer Utilities immediately changes 
the screen display,, just in case the boss suddenly Looks over your 
shoulder. 



Dan Dare 



The Pilot Of the Future and Ills faithful companion Digby are to star in 
a multi-mill ton pound series for television, so Virgin Games Is consid- 
ering re-releasing their Dan Dare computer games to take advantage 
of this renewed Interest in this seasoned comic book hero. 

Zenith, the acknowledged TV production company behind Inspector 
Mores, is pumping huge amounts of cash Into the shows which 
should air on l TV early next year. 

Virgin Games has supposedly retained the computer game fights to 
Dan Dare, though a spokesman for the firm said he doubted they will 
do a now game to coincide with Dan's TV debut. "We might got for a 
special compilation package, 7 ' he announced, "Dan Dare II was my 
personal favourite. " 
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\.'nn- details have surfaced 
m tftt new CD-ROM odd*an 
drive for Sega s Metjadnve 
video games consote- Far 
from being a standard 
system, the Mega-CD cart 
stale and rotate sprites cour- 
tesy of a jwMMta 
mfcwpnxrssar running at 
tl.SMHi and jit megabits 
of buffer ftAM to speed 
fbwiijs up. Roughly thirty 
games are cunt/My being 
{tfveiaped for the Mtyw-f.TJ 
in japan. NW'i America and 
Zwvpe- Sega totd ACL the 
<?\m nine will be avaih&le In 
the UK next year. A price it 
yet to be set , 



Who's pushing the envelope of 
electronic wizardry? Rik Haynes 
finds out.-. 



Putting On The Polygons 

Not wishing to belett behind in the race to create virtual realities, 
Japanese ecHn-op giant S*ga te now developing spectacular polygon- 
pumping visual technologies. These could hold the key to a new 
generation of arcade gaming. According to leading Sega scientists, 
the humble coin-op will soon be showing sophisticated computer 
generated Images similar to those normally seen In movies and 
military flight simulators. 

Most sprite-based titles, typified by Sega' 5. Out Run and G toe, tend 
to be simple driving and flying games where the programmers manipu- 
late motion objects to create the Illusion of speed. 

Designers of games utilising photorealistic polygon graphics can cre- 
ate their own worlds for players to enter and experience. Right now, 
complex polygon-based games are expensive to develop and produce, 
but systems like Mlcroprose's F15 Strike Eagle ami Virtually from W. 
Industries are showing the way. 

^We're working on a very powerful system right now," claims a Sega 
spokesperson, "It's simply a question of Improving polygon-generation 



Video Painter 

Not everybody needs or understands the 
Latest font editor or sprite animation 
package for their computer. Video Painter 
from Vtech Electronics (0235 
555545) is an 




easy to use electronic sketchpad for kids 
with a spore £80 in their piggy-bank! 

Connected to a normal TV set and 
operating on batteries or a 9V AC adaptor, 
Video Painter provides the young artist with 
twelve bright colours and six different 
patterns to play around with. There is also 
an extensive library of over 50 predrawn 
Images including vehicles, fantasy 
characters, people, animals and shapes for 
those poor unartistic souls who need a help- 
ing handful of pretty pixels. 

''Added entertainment is provided by the 
animation mode which brings objects to 
life/' promises a spokesperson for Vtech 

Electronics, "As if that were not enough. 
Video Painter can also connect to a VCR 

far picture storage wilh no extra 
\ attachments required." 

V1*<h Electron** H trying to tempt If»r*a-y»M-ald 
pixel pICHCox with <f» VMfo P«nl*r *lwtrenk 
xfcatchpad- 




CorfifMlmantary p«*nffe ana no lonfltr rraiugh! ^cad with 
flight l»r*cksm, paiwriWf Jr * ilamomflrtfl war mora form* 
□f high-t«»i lataui*. Syitwn* H"« Sltyvirw. m tftPnpPrtTW "d 
VCR built into nha armmC put* puswifwri In t#rvtrol of 
ot»lr own antertalMTMnt id they <*r> wJtch videos in (h* 
£ cwhtort of their i4#t. 

Sky-High 
Video Games 

Flying business class on Japan's All Nippon 
Airways certainly has its benefits, namely free 
video games! Passengers on long trips from 
London to Tokyo are treated to luxurious seats 
with individual TV monitors and a wider choice 
of stereo channels offering high-quality CD 
sound. 

Konami, a respected |apanese software house, 
hos created six video games for the airline 
including a colour conversion of the Gameboy 
title, Quarth f and a popular golf simulation. 
Little is known about the actuol system except 
the software runs on Sony screens. Now you 
really can join the mile-high club! 

For reservations or more information contact 
your travel agent or All Nippon Airways on 
(071 495 7667). 

Rappa 

Better known for toy trains, Hornby is 'on 
the beat r with a portable drum machine. 
Rappa is the siie of a Walkman and consists 
of one large pad for the bass drum and four 
smaller pads providing snare, tom-tom and 
cymbal sounds. Lach of these four touch-sen- 
sitive finger pads can be varied to produce 
two other percussion sounds such as an elec- 
tronic snare, cowbell, clap and carnival 
whistle. 

"Now you can rap to your favourite rave 
with the latest and most sophisticaled chip 
technology," suggests a wired^in 
spokesperson for the company, "So next time 
you're listening to a groove, remember to 
strap a-Rappa to your stereo and booaie-on- 
down." 

] can't believe they 
said that, either! 
Rappa costs mo. 
For more rap 
and chat 
write 1 to 
Hornby, 
Westwood, 
Margate, 
Kent CT9 4JX. 

Drum along to 

tnKftl wHh 
HaTnfrj"! T«**al 



"tO ADVANCED COMPVHPI bMltftTAMMEOT 




n contact 
■ways on 



Digital Art 

Verbum f the Journal of Personal 
Computer Aesthetics r has 
launched a CD-ROM magazine 
which features a showcase of 
animation and Interactive 
multimedia works, Interactive 
columns and feature stories, 
with music arid Images from 
musicians Todd Rundgren and 
Graham Nash, and several recog- 
nised electronic music 
composers. This Is the perfect 
way for you to experience the sub-culture of electronic art. 

"Verbum Interactive allows the 'reader 1 to Interact with the 
magazine In a way that has never before been possible by making 
sound, motion and Interaction with the magazine's contents available 
In a free form, reader selectable way/ chirps the cheerful publisher, 
"We're pleased to be playing a catalysing role In this exciting field of 
converging media. r 

The first two-disc Verbum Interactive edition contains over 500 
megabytes of text, graphics, sound, animation, 20 minutes of music 
tracks, 60 minutes of audio Interviews and 150 pages of printable 
text. It costs $50 and requires a Macintosh 5E30/II with 5MB RAM, 
5ett colour monitor and CD-ROM drive. 

Verbum plans to launch a regular quarterly subscription service In 
early 1592 wfth editions for Macintosh, MS-DOS, CDTV and CDI. 
Write to Verbum, PO Box 12564, San Diego, California, USA for 
further Information. 

Expansions 

Tilings really get new age with the Expansions pattern generator for 
the Apple Macintosh. Based on geometric modules which contain 
crystal-like rules of growth, viewers have Interactive control over the 
creation and modification of these modules. Thus a vast number of 
patterns may be quickly created, making Expansions the perfect gift 
for architects, clothing designers and Illustrators seeking Inspiration. 

These strange patterns grow within a 1280 by 1280 pixel array and 
may avert be grown inside the artwork of Imported MacPaint compati- 
ble documents for crystalline chaos. Expansions Is priced at $79.95 
and comes wfth over 100 predefined pattern definition files and a 132 
page illustrated manual. 

Author John S Stokes III has been updating the software since 1995 
and hks company Pixel Pathways (0101^G19-294nS680} Is currently 
devising other forms of 21st century computer aesthetics to -open up 
new creative possibilities'. 
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Panasoic Digital AV Mixer 

If your home videos are looking a little tired, why not try Panasonic's WJ-AVES? This Digital 
AV Mtxef can turn out a variety of special effects like fading, strobosc oping, audio mixing and 
9$ wipe patterns. The Plcture-ln-P let Lire function enables you to fit an entire Input image Into 
a smaller area of a rectangular wipe pattern. Wipe scrolling direction can be selected and 
even reversed te provide greater Interest- 
Panasonic sees the device as. a groat advantage over existing equipment thanks to the 
wealth of easy to use features built Into the WJ-AVES. "It's packed with technology to provide 
many Innovative effects," assures the company, " Video Editing has become real fun!" 



The neat time you buy a 
burger, fifes end strawberry 
shake at Burger King in the 
USA you may find yourself fn 
the midst of a Coble News 
Network with television motu 
tors and satellite dishes 
recounting the latest news, 

entertainment arul 

advertising in an endless 
seven-minute cycle. Rival faff 
tt.'i'it i 1 !ujrl I'u/.o Hat has 
already ran successful expert- 
menl.s with video jukeboxes 
at three outlets in Chicago. 
And they my it could nt-vrr 
happen over here. . . 




Thk Daurt Storm murtimr-dia magazine ii th* first of many CO-ROM PToj*Ct« from Warmr Htw 
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Desert Storm On CD-ROM 

Unlike any war before it, the Gulf War encouraged the use of startling 
information and communication technologies. News reporting via 
satellite link-up came of age during the conflict and now Time 
Magazine has pioneered a new form of publishing with Desert Storm: 
First The Draft of History. 

This multimedia magazine on CD-ROM Is a Joint venture between 
Time Magazine and Warner New Media giving you a week-by-week 
look at the Gulf Crisis via an 'extraordinary volume of war-related Sto- 
ries, reports, photographs and maps'. 

Information junkies will he slobbering over their Macintosh because 
the forty-dollar disc contains mora than 6,000 screens of Information, 
Including exclusive audio reports and other unique material 
previously unavailable to the general public. 

"Eventually, electronic journalism should find itself sold on 
newsstands says Warner New Media's president Stan Comyn, "The 
next step would be transmitting it to home recorders via cable," 

Developing a good multimedia product requires a lot more painstak- 
ing planning than say a book, play or film. After the Idea Is struck 
upon, an Interactive designer decides how the product will work, 
what the Interface will look like and, crucially, how the user will navi- 
gate through the disc without getting totally lost In a mass or 
multimedia. 

Warner New Media is currently working on a number of projects 
with other divisions of publishing giant Time Warner such as 
Time/ Life Books, Sports Illustrated, Time Magazine and DC Comics, 

"Multimedia has become a revolution Just as The Talkies and 
Technlcolour revolutionised Hollywood proclaims a spokesperson, 
"By developing new forms of information- rich entertainment from 
mixes of graphics, music, Interactivity, animation, computer control, 
narration and video, Warner New Media is defining future home enter- 
tainment." 



Stereo Replay 

Is the Stereo Replay the first stereo sound sampler for the Atari ST 
range of computers? Microdeal certainly thinks so, 

"This completely new hardware cartridge contains dual analogue- 
to-dlglta.1 and digital-to-analogue convenors to ensure the ultimate 
in S-blt sample quality," and there's more, "The twin phono outputs 
provide the user of a standard ST with high quality stereo output/ 

Stereo Replay costs £90 and comes with a Stereo Editor program 
which allows you to munipulute mono and stereo samples in fl-„ 12- 
and 16-bit rates. With the Stereo Beat software you can load up to 
15 different samples into memory and then play three -channel 
sounds* (.ml from \hr stereo ports of the cartridge at the same time. 
Groove is in the house, yet again! Microdeal can be contacted on 
(0726 65020). 



Rapman 

Groove is in the house thanks to Casio's RAP- 
1 mini keyboard which aims to tap the cur- 
rent popularity of Rap and House music 
among the yoof of today. "The freshest key- 
board ever is one to make your massive 
green with envy/' say the hip dudes at Casio. 

Now trainee keyboard jockeys can create 
their very own meltdown mixes via the built- 
in 'Scratch' disc, mini microphone, three 
drum pads and thirty auto rhythms reflect- 
ing the latest dance styles. 

Special sound effects are produced by 
Kapman's Voice Effecter function which 
enables rappers to modulate their voices 
approximately one octave higher or lower 
than normal. 

Rapman RAP-1 costs around £70 and ii 
available from your Local Casio dealer, 



Younger fans at Vanilla la and MC HirttrrW thwld Ilk' 
Caifo't (70 Rapman keyboard with Its built-in Scratch' disc 
and rap beats. 




GAME SOUNDTRACKS 

Get ready to throw out your 
Chesney Hawks CP slngks 
frtCTMrf there's a new form of 
musk on ihe scene. 

NhMUMKF Sfloltol Dream i 
has remixed famous Amiga 
rjame soundtracks Into a series 
of compact disc collections tor 
eight quid a go, Each CO 

.Vu/un-s ,7j.ip.:.i (»NrjlVlv 4 S 

.ti.ti'.t, '. vvurm of music from 
leading software companies. 
K- Tel and Teledisc eat your 
hearts oatt 

'This Idea will inject extra 
enthusiasm and excitement 
into thf iomjfuter market," 
believes Simon Palmer at 
Digital Dfto.nlSr "Who knows, 
maybe in a few months time 
we'll see people yetting aowt\ 
to one of these tunes on Top of 
the Pops." 

More compilations ore on 
j heir way, irtdwdJrty .founds 
fmm video fORKI ON the 
Meoadrive and PC. So if you 're 
after a DAT 48KIiz remix of 
impossamote, Switchblade 3, 
Awesome and Shadow of the 
Beast, talk to Digital Dreams 
rjn i()fit)2 y.\499ll and tell 
them ACE sent you. 



I 
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AW new graphics - the latest advances in 3-D technology! 
Dynamic Intelligence - the better you By, the belter your foes flyJ 
Totally new challenges - including bombers r tail guns and more! 
instant replay - get an audience-eye view of the action!* 
Digitized speech - unique voices for every characterl* 
Cinematic storytelling - you're the star in a whole new story I 



iprrid,: 3 j S> { el tf&A 

Sou (id filn iter req'd loc dig 
SoundBJa i»BT r Roland HT- 
Mijii< L&bi-. Hpipnd 
tTodetnorh of ORlGm Sy*4 



For your local dealer, contact: 
Mindscape International Ltd, 
The Coach House, ttooklands tsiale, 
St uynes Hill, 

W«M 5uss«i RH17 7NG, 
k'l;0444 831 761 




A Chris Roberts Game 



ANYONE FOR 
FOOTBALL? 

I just thought I'd write and tell you about our 
Computer Football compo we are running in the 
Merseyside {mainly Liverpool) area. We will be 
staging a compo to win a Sega Megadrive some- 
time in December. The compo will be staged 
sometime in Liverpool and we are looking for 
people to enter. 

The compo will use Kick Off and Kick Off 2 for 
its knock -out round and use STs oily (they are a 
lot faster!!). If you could mention us, we would be 
grateful. 

We only ask that the competitors bring their 
own joystick and the entrance fee is five pounds. 

Merseyside Computer Football Association 

(M.C.FA) 

28 Watergate Lane 

Woolton 

Liverpool 
L25 3QJ 

Tel: 051-428-2280 

Well, how about it? If anybody reckons 
themselves a bit and would like to try their luck, 
give it a go. We're not too sure about your claims 
of the ST version being faster; though. 

AND ANOTHER 
THING! 

I'm sorry to tell you that my letter is yet another 
one that is going to complain about one machine, 
in defence of another. 

I am referring to the Sega Megadrive, Atari 
Lynx. Super Famicom and all that rubbish - these 
consoles are filling up your magazine like 
nobody's business, and what do we get? Terrible 
screenshots of someone kicking hell out of 
someone else, badly written reviews about the 
same oW games, games that might have looked 
good about eight years ago, but now, in their mil- 
lionth re-incarnation, are looking slightly less 
attractive to say the least. 

I'm not saying you should completely cut 
consoles out of your otherwise excellent mag 



(although rt would be nice..,), just tone it down a 
bit - balance the reviews a b»t more. If ACE 
stands for Advanced Computer Entertainment, 
why are you supporting machines like the 
GameBoy and GameGear? They may be portable, 
but speaking from experience, I can say that the 
majority of games on the GameBoy (Tetris 
excluded) are completely unplayable - the 
graphics are tiny and blurred, the sound is awful, 
no doubt the GameGear is the same. 

It seems that the only real way forward for 
games lies in the hands of the PC, and maybe 
the Amiga. While the Megadrive may deliver 
impressive aesthetics (though nowhere near as 
good as a VGA PC with a sound board), it is quite 
obviously limited only to shoot'em-up games. 
Although various manufacturers will try to tell you 
otherwise r consoles are no good for playing 
decent, long-lasting games on, such as Sierra 
adventures, or Ultima type games - platform 
shoofemups are not long-lasting games, no mat- 
ter how good they are. 

I know there are many people out there who 
will disagree with me totally, but there are also 
people who will agree with me - most of my 
friends prefer proper computer games to 
consoles. I know a good F'C will cost you nearly 
five times as much as a Megadrive, but prices 
will come down very soon, and it will be a matter 
of comparing the Megadrive's lower price to the 
superior features of the PC- 

Piero Serra 
Northampton 



So ACE has terrible screenshots and badly 
written reviews, but the magazine is excellent? 
Sorry, but those two statements would seem to 
be mutually exclusive. That means that can't both 
be true, Mr Serra. Just what is the problem with 
console games anyway? The fact that you're hav- 
ing a go at the Sega GameGear wrthout even hav- 
ing seen it working is a bit rash, don't you think? 
And the GameBoy, unplayable? What about 
games like Chaplifter, Super ManoLand, Hunt For 
Red October, Tennis, Qrx and many others too 
numerous to mention? 

Isn't it funny how pea Die aiways believe that the 
way forward for computers is with the machine 
they happen to own? Now we ourselves have high 
hopes for the F'C, but when you start on about 
how much better it is than the MegaDrive even 
though by your own admission a decent model 
costs five times the pricethe comparison seems 
a little useless, 

Vou mention that while people (such as me) 
disagree with you, many people will also agree 



with you, Well, let's see how many people leap to 
your defence over the next couple of months. 



OUTRAGE! 

ACE - you are my only hope! I've suffered in 
silence for so long now that I'm on the brink of 
doing something psychotic. 

What is making me so mmmmmad? What has 
got my goat? What, at the moment, is sitting 
so squarely on my wick and sticking right slap 
bang in the middle of my craw? 

Shopkeepers. 

Now don t get me wrong. I've had plenty of 
experience of perfectly decent shopkeepers 
who inhabit our shores, but I seem to find the 
"standard' (what a joke!) of service provided in 
the computer shops in the UK. 

At first I thought it was just me. I lived in 
London until recently and sort of expected the 
rude, discourteous and unhelpful service 
provided in Centra London. 

But I've recently moved into a far quieter part 
of the world (I'll refrain from saying exactly 
where, in order to spare the embarrasment of 
store owners in the area) and I couldn't believe 
my misfortune . 

For a start the shops seem to be staffed 
entirely by either pre-pubescent boys with only 
the slightest knowledge of forthcoming releas- 
es or stupid old men who seem to think that 
just because I'm female I don't have the slight- 
est idea about anything one of these people 
actually tried to convince me that a Sega 
Megadrive was simply a Master System for the 
American market, and it was a bit of a waste 
of money. What a co-incidence that they only 
had Master systems in stock. 

I've also had cause to complain a number ol 
times about faulty disks. Now, I'm fully aware 
that many software companies provide 
replacements, but I'm also aware that it is the 
owner of the shop's responsibility to provide 
goods of a saleable quality. I don't take kindly 
bemg told that my son (who doesn't exist, 
unless I'm very much mistaken) has 'Probably 
already made a copy of it and just wants a new 
game/ 

In a word I'm disgusted. If you purchase a 
dress or a clock or a record, a portion of the 
outlay, it's nice to beheve, is intended to 
ensure a decent treatment by the people who 
are taking your money. 

Mavis Nicholson 
Address withe Id by request 
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IN THE RED CORNER... 



It's hap-p^ning again, isn't it? It started with "my Speccy's better than your Commodore''. (1 should know as f owned both at one time or another). 
Time passed. 8-bit owners upgraded to more powerful 16-bit computers. And then rt began again - "My Amiga's better than your ST. Whtch wasn't 
strictly true for several years because Amiga games used to be straight port-overs of ST games and were released a couple of months after the 
Atari version. This kept me happy because by then I had upgraded to am Atari ST. 

But now the ST is in decline • all ot my local computer shops have stopped stocking STs and their software because of nearly non-existent support 
from Atari and the recent boom in Amiga sales. 

As an ST owner I can see the limitations of my machine now that companies like Psygnosis are exploiting the Amiga to the full. 

I can see the age-old argument against progressing further now that consoles are again resurging with new-found popularity. How long is it, I won- 
der, until your tetters page is full of "My Famicom is better than your Megadrive" letters? 

At the moment I own a Megadrive (I managed to flog my ST to some unsuspecting fool) and I intend to buy a Famicom as well when if s officially 
released over here. At present the Megadrive retails at £150 so Nintendo will have to undercut this price if they want to ensure that people "not in 
the know" wiH choose their product over the Megadrive. I have read in the computer press that it will be about £100 • the price 
of 3 or 4 Megadrive games, I won't buy a Famicom to replace my Megadrive, just to widen the range of games I can play. 

1 also noticed that in a reply to a letter a couple of month's back you said that several magazine publishers were getting 
together to try and stop the coverdisk problem. Well since I bought that issue I noticed TWO weekly magazines published 
by Future have pined the bandwagon. Wasn't Future one of the companies that agreed to help stop the coverdisk 
spiral? In your August issue (page 70) there is an advert for J1 The One For Amiga Games" announcing TWO free 
games! Can you explain this or are you just a bunch of hyprocrites? 

By the way, I notice you've dropped the PC Engine in favour of the GameBoy and the GameGear. Since the 
GameGear is basically a portably Master System and the GameBoy is monochrome, I don't really think these 
count as "Advanced Computer Entertainment". You can't con me into believing that it's all due to the small user 
base of the PC Engine users in this country because the Famicorn's got an even smaller user base here at 
present but still gets its own Direct Line section in the Pink Pages, Toshiyuki Kawahita probably knows all the 
Famicom owners personally! 

Apart from that your mag isn't half bad (by this I mean it knocks the hell out of the tabloidy approach used by 

C+VG). 




Alex Walsh 
Herts 




inve; 



re not planning to by a Super FamiCom until it's officially released m this country, you could be in for a frit of a waif. There's 
no official UK launch date, and it may not be until well into 1 992, and possibly even later. You wouldn't be badly advised to 
st in an import model - it may set you back a few bob, but at least you wont have to watt until Judgement Day to play Super ManoWorld - and 
'If get a nice looking machine, and not the redesigned US model. That's one ugly mumer. 

e reason we don't cover the Engine any more is twofold - for a start, we simply don't see software for it any more, so there's not really anything 
us to cover, and also because the Engine is never going to be released officially in the UK - unlike the Famjcom, whjch fs a new and interesting 
time, and will definitely be launched over here at some point. Fair enough? 
As for the coverdisk confroi/e/sy - The One For Amiga Games did in fact comply to the full-game ban, which didn't come into force until August 
published before that date Iwhich included the two-game Amiga One.) were perfecrty alright future, however, got a bit carried 
of its titles went one game over the hmit But rest assured, now that the new regulations have had time to take effect, you'll not 
seeing any more commercial full-price games appearing on magazine coverdisks. So that's alright. 



This isn't the only letter we've had from ACE 
readers who are disgruntled about the poor 
standard of customer service in computer 
shops. What is most horrifying is that the prob- 
lem doesn't seem to be isolated to just a few 
cowboys - even the supposedly reputable 
shops are apparently doing a lot less less than 
they could to ensure that their customers get 
a square deal. There is an organisation called 
NASCR (the National Association of Specialist 
Computer Retailers) which is supposed to 
keep a watchful eye on this sort of thing, but 
things obviously aren't working out if this kind 
of shoddy service is still the best punters can 
expect. 

Have you been on the sharp end of a foul- 
mouthed and acne-ridden pencil-necked shop 
assistant? Or bought a game only to find that 
there was no disk inside and been told when 



you took it back "well son, that's the chance 
you take"? Or maybe you ve been the victim of 
actual physical abuse by a retailer or shop 
assistant. We're keeping a dosier of 
complaints here at ACE, so if you think there's 
something we should be told about, write and 
let us know. 



looking for a sound board, There seem to be 
four on offer: the Roland, AdLib, SoundBlaster 
and SoundMaker II. Could you tell me what dif- 
ference there is between them and which one 
is compatible with the most games. 

It seems a shame that computer manufactur- 
ers have concentrated on providing excellent 
graphics and improving performance, and 
have neglected the sound, Every computer 
manufacturer I went to offered a whole range 
of processors, hard disk drives and monitors, 
but not one even mentioned anything about 
their computers' sound capabilities. Not every- 
one does word processing or the company 
accounts all day not even the accountants! 
Game sound eflects seem to be at the bottom 
of list of most software houses as well. 

I, and I'm sure many others would welcome 
the day when sound wasn't just added as a 



A SOUND 
QUESTION 

I have just purchased a PC, and not being 
impressed with the built-in speaker, I am 



LETTERS 



token effort. After all, sound could make or 
break many games. 

James Westcott 
Woking 
Surrey 

It's all quite simple, really. Roland delivers that 
is generally considered the highest quality 
sound with its Ml -32 and LAPC-1 boards. 
They're effectively fully-blown MIDI systems, so 
you can generate professJonakjua% music 
with the right software and apparatus, as well 
as play games. But be warned - they're VERY 
expensive. The AdLib is slightly lower m sound 
quality, but is substantial cheaper. Finally, the 
Sound Blaster, which produces sound roughly 
equivalent to me AdLib in quality, is the cheap- 
est and is rapidly growing in popularity. As far 
as compatibility concerned, you'll find that the 
vast majority of software, particularly the US 
stuff, supports ail three formats. So it's just a 
matter of personal choice and how much cash 
you're willing to lay out, really. Crank it to the 
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IT'S SONIC GUY! 



A few words about Sonic the Hedgehog. 
Firstly, in your review of the game you called 
the had guy Dr E-ggman when he is actually 
called Dr Robotnik, and the sixth level is actual- 
ly called Scrap Brain Zone and not Clockwork. 

Also, there is a time limit of ten minutes 
which may be a problem to those exploring a 
new act but is plenty of time once you know 
what you're doing. 

Apart from that I agree totally with the review 
and it is an excellent game. 

As I haven't played on the Famicom I realise I 
may be talking c* *p here but from the screen- 
shots I think that the Sonic graphics are better 
than Super Mario 4. The backgrounds 
especially look for superior in terms of detail 
and imagination. There is, however, one 
criticism. I, being a fantastic gamesplayer, 
completed Sonic after two weeks of obtaining 
the game (smug grin) and have seen the end- 
game sequence. This isn't the masterpiece I 
was expecting. I don't want to spoil it for 
others to say what it is, but with a game as 
good as Sonic I would have thought that Sega 
could have done much better. This seems to 
be the case with a lot of games, computer and 
console, these days. Do you in your infinite 
wisdom agree with this? 

Well, that's it for now. Keep up the great mag 
and please send me £2000 for writing such a 
brill letter. 

Adrian Hopson 
Brox bourne 
Herts 

Hmmmm... we're not sure we agree with you 
about the Sonic/Mario graphics. While Sonic is 
indeed more detailed, we reckon that Mario 
beats it hands down in terms of imagination - 



it's one of those things where you really have 
to see the game in order to understand. 
Remember, graphics aren't just about giving a 
game a flashy face - really good graphics 
actually work with the gamepiay and serve to 
provide the whole thing with an appropriate 
atmosphere. MarioWorid does that more 
effectively than any other game we've seen. 



So there. And you're right about the Sonic end 
sequence, Gamesplayers who lash out good 
money for a game and then spend weeks 
completing it are entitled to a decent reward 
when they finally complete the game. We don't 
like to rub it in, but you really ought to see 
MarioWorid - now there's a game with a REAL 
end sequence. 



IN THE WORKS - LIVE! 

YOUR CHANCE TO MEET BULLFROG AND 
SEE THE AWESOME POPULOUS II IN 
DEVELOPMENT BEFORE YOUR VERY EYES) 

Other magazines may offer you second best when it comes to showing you up-and- 
coming games in development, but here at ACE we believe that only the best is 
good enough for you. Before now, the closest you've come to seeing a game 
being put together is seeing words and pictures on a page. Next month, however, you could 
be lucky enough to see a game in development before your very eyes AND meet the people 
behind the magic when we take In The Works into a new dimension. Six people will get the 
chance to visit the offices of esteemed development team Bullfrog Productions (creators of 
Populous, Flood and PowerMonger} as they put together their most eagerly-awaited title yet - 
Populous II! 

Mot only will you meet the Bullfrog team and see first-hand via live demonstrations how 
Populous II is being put together, you'll actually get a chance to put forward your own ideas for 
the game! It may sound too good to be true, but you'll be designated special playtesters for 
the day, and after experiencing the game, in progress and in action, the Bullfrog boys will 
open their ears to listen to YOUR comments and suggestions. If any of your suggestions go 
down well, the idea will not only be implemented in the finished game, but you will receive a 
credit in the manual as a member of the game's design team! How's about that then? A 
special report on the day will appear in the next issue of ACE. 

If you'd like to take part in this once in a lifetime experience, you'll have to apply fast as only 
sra places are available. To get in on the action, write (DON'T PHONE) to us at ACE, not forget- 
ting to include these vital details; 

Your name, address, daytime telephone number and age (must be 15 Or Over), 
Computer owned. 

Tell us if you've ever played the original Populous before. 

Send your entries (postcards or back-of-sealed-envelopes only) to IN THE WORKS LIVE!, ACE r 
Priory Court, 30-3? Farnngdon L ane, London EC.1R 3AU. Remember, there are only six 
places, so if you want to be in with a chance, so get that application in the post NOW! 

CONDITIONS OF APPLICATION 

Applicants must be aged 15 or over. You'll have to pay your own travel expenses to Guildford 
and back. 
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THE BASIC SYSTEM 

contains: 

Interface, Control Software, 

Laser - Disc DRAGONS LAIR 

I 

THE POWER PACKAGE 

contains: ggj 
Interface, Control Software, 
Laser - Disc DRAGONS LAIR, 
Laser Disc Player 

PIONEER CLD - 1500 (PAL) 

or Laser Disc Player 
PIONEER CLD - 1450 (PAL + NTSC) 



For AMIGA: £72 
For ATARI ST: £88 
For IBM and 
compatible : £ 105 
all prices include 

C 64 soon available 



With PIONEER CLD 
1508' 

For AMIGA; £424 
For ATARI ST: £439 
For IBM and 
compatible: £ 447 
all prices include 



With PIONEER CLD fi 
For PIONEER CLD MS 

£721 

For AMIGA: £738 
For ATARI ST and 
compatible : £ 756 
all prices include 



5 




".....a recourceful small firm from 
Germany is already further. 
POWER PLAY 6/91 

1 Unbelievable! Not incredible 

enough a multimedia device, which 
also can play music CD's and even 
for CDTV - Games is one very well 
equipped! 

AMIGA - JOKER 5/91 

"We didn t believe our eyes. Like a 
cartoon film the "Dragons Lair" ran 
on our Amiga - Monitor A fluent 
animation with a high quality 
picture, which one usually equates 
with gaming machines." 
PLAY TIME, MAY 91 
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Order the Software - Corner - Movie - Magazin with 
aver 1000 Laser -Disc * Titles ( PAL ) for £ 1 (by 
first order of the LDG -System the enclosed 
contents are free! ) or theSpecial - Catalogue with 
40 000 NTSC - Titles english language. Catalogue 
Price £ 9, 








<H> PIONEER CLD 1500 

THE MULTITALENT: ^ 

usable besides for the games, as 
High - End - CD - Player ( Audio ), 
Movie - machine ( better than 
Super VHS, excedes High - 
Definition - TV ), Interactive 
Teacher by access to High - Tech - 
Learning programmes, Guides etc. 




W A 





AugartenstraBe 6 
6800 Mannheim 1 

GERMANY 




ORDER-HOTLINES: GERMANY 621 / 40 23 87 ■ 44 47 73 • 44 36 32 

TO BE PAID FOn ON DELIVERY / PLS ALLOW 2 WEEKS FOR DELIVERY 
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In a major exclusive, ACE reports on shock 
discoveries by the Hubble Space Telescope 



There were great hopes for ttie Hubble 
Space Telescope when it was 
launched last year. In orbit high above 
the Earth and beyond the obscuring 
effects of our planet's atmosphere., 
scientists predicted that the Telescope would 
radically change our view of Space, and that 
astronomers would be able to see interstellar 
ob|ects in more detail and clarity than ever 
before. 

However, nobody was expecting the 
Telescope's most recent discovery. Last month, 
fine tuning of the Telescope's lensing system 



revealed a planet orbiting Alpha Centaurii, the 
Sun's closest stellar neighbour. The planet, 
named Alpha Ceataurii Gamma or ACe-Garnma, 
bears many similarities to Earth, Geologists 
believe that the planet's many continents were 
once part of a single land mass, but owing to vol- 
canic activity and shelf-plate drift they have 
become separated by vast seas. 

But this was just the start. Using advanced 
image-enhancement software the astronomers 
achieved even greater photographic resolution, 
and then they made their greatest discovery yet: 
aliens, Each of the planefs continents is populat- 



ed by a species of being, each very different 
from the inhabitants of the neighbouring 
continents yet still strangely similar. 

Further study revealed something very peculiar; 
the ACe-Gammas (or just Gamers as they came 
to be known) are obsessed with computer 
games, and spend nearly all of their waking 
hours playing them. Rather than enjoying a 
variety of games, each species on each 
continent plays just one type. So while the beings 
on one continent may play platform games, 
those on the neighbouring continent play flight 
sims. 
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ADVENTURE GAMER 



This enormous skull fwures a massively pow- 
erful brain, which makes the Adventure 
Gamer approximately sixty timet more intel- 
ligent than Albert Einstein, 



Over the millennia the eyes have slowly 
migrated from being side by side to their 
current position. The bottom eye is devoted 
to watching the keyboard and keeping a 
track of the frantic typing, while the top eye 
maintains a watch over the monitor screen. 



The hands are highly specialised to the act 
of high-speed two-fingered typing - The fore- 
fingers of each hand are long and slender, 
while the rest of the hand is severely 
shrivelled to prevent any mis-keying. Being 
capable of typing speeds of over 260 words, 
this Gamer would be the over-worked secre- 
tary's ideal assistant! 





Generations of Adventure 
Gamers sitting transfixed in 
front Of monitors have resulted 
in the legs becoming little more 
than than an after-thought. 



Although their computer gaming technology is 
on par with Earth's, they are completely primitive 
in every other technological sphere. They have 
no cars, boats or 'planes, so there is no contact 
between the continents. One alien did invent a 
wheef, but used it to create a floppy disc rather 
than a revolution in transport 

Xenologists believe that the different species 
have all evolved from just one man-like creature 
that existed at the time the continents were 
joined. Fans of one game type congregated 
together^ and when the land mass split apart 
the game-playing groups separated too. Over 
the eons the Gamers have radically evolved to 
suit themselves best to the games they enjoy, 
resulting in the bizarre mutations observed. 

In this exekjsive report, ACE reveals the 
secrets of four of the strange creatures on the 
Planet of the Gamers... 



ADVENTURE GAMER 

Field Notes 

This hermeMike creature leads an unbelievably 
ponderous and slow-moving life. Its sole purpose 
is to play text adventures, an activity facilitated 
by the highly-evolved brain, eyes and hands. All 
norKerebral activity is kept to a minimum, result 
mg in severely under-developed arms and legs, 
and primitive internal organs. 

Feeding 

Due to its tiny mouth and its under-evolved diges- 
tive tract, the Adventure Gamer's food has to 
pulped down into a liquid paste . The process 
goes something like this: 

You enter the kitchen. You see: some green 
vegetables and a red blender. 

TAKE GREEN VEGETABLES 

You take the green vegetables. 



EXAMINE RED BLENDER 

This is a device for pulping food. There is a 
slot on top where foodcanbe entered and a 
small on/off button, 

PUT GREEN VEGETABLES IN RED BLENDER 

The green vegetables are inside the red 
blender, 

PRESS BUTTON 

Which button? 

PRESS SMALL BUTTON 

The vegetables, spin round and turn into a con- 
sumable paste. 

SUCK PASTE 

I don't understand 'SUCK'. 

EAT PASTE 

You eat the nutritious paste. 
Reproduction is something that only happens 
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FEATURE 



once in an Adventure Gamer's life, and then only 
if ifs very lucky. Should two Adventure Gamers 
of the opposite sex happen to stumble across 
each other, then they perform a sexual act 
known as 'A Meeting Of Minds' - the Gamers 
press their foreheads together and pass 
Solutions. 

RPG GAMER 

Field Notes 

This is perhaps- i 1 • ■ • ■ • •. : and saddest of all 
the creatures on ACe-Gamma. During a game the 
RPG Gamer has the strange ability to alter its 
body shape and assume the form of the 
character ifs currently playing. Even more 
astounding, this cloning is mental as well as 
physical. Thus if an RPG Gamer is playing an old 
wizard, it will grow a pointy hat, a beard and talk 
words of wisdom in an arcane language. (A bit 
like Steve) 

However, between games the RPG Gamer has 
little character of its own. Its flabby, dough-like 
body looks like that of every other RPG Gamer, 
with no distinguishing features. The babyish face 
and vacant expression convey no sense of any 
intelligence behind its dull eyes. The creature can 
only ever be said to be truly alive when playing a 
game. 

Feeding 

The RPG Gamer will eat wtiatever food it finds. 
Having strong preferences or dislikes imply 
some form of character, and as noted above, 
when not playing this creature has none. 

Ma- ting 

It's very rare for two RPG Gamers to meet, and 
even when they do they usually ignore each 
orher. It -. fortunate, then, that the RPG Gamer 
ha s the ability to r eproduce a sexually. 

Fertilisation is down purely to luck. Should a 
Gamer form a male character immediately after 
being a female one for vice versa) then there is a 
small chance of conception during the bnef tran- 
sition period. The Gamer grows larger and 
flabbier, until enough body matter is developed 
for a second fully grown Gamer to 'bud off. 

SHOOT-'EM-UP GAMER 

Field Notes 

This Gamer is renowned for its incredible swings 
m mood. During a game it is cool, calm and com- 
pletely collected, but on defeat the creature 
becomes an inconsolable ball of rage, lashing 
out at the monitor and screaming abuse at the 
screen. This is all due to the bizarre nature of its 
adrenal gland s. 

These oversized organs generate huge 
amounts of adrenalin during play, wtiich is 
temporarily stored in sacs growing from the 
thing's back. Between games these adrenalin 
reserves have to be depleted, which can only be 
done in the outbursts described above. As you 
might guess, the Shoot-'Em-Up Gamer has a trag- 
ically short lifetime due to rapid burn out. 

The Platform Gamer (not shown) shares many 
of the physiological features of the Shoot-'Em-Up 
Gamer, but its adrenal glands are far less 
productive, making it a more placid if slightly 
jumpy creature. 

Feeding 

The Shoot-'Em-Up Gamer is a voracious slob-like 
eater. In between games it feeds on junk food so 
that it can get eating over with as quiekry as pos- 
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Since all the top RPGs are controlled by 
icons, the RPG Gamer has evolved unique 
bands. On arte hand the majority of the 
fingers have joined to form a glove that 
firmly grips a mouse, with elongated fore- 
and middle-fingers for pressing the mouse 
buttons. On the other hand a rough thick 
webbing has grown between the fingers, so 
that the splayed hand forms a flat mouse 
mate. 



sible and return to another game. Particularly 
keen on plant tips and flame-grilled scraps. 

Mating 

Following a lengthy gaming session the Gamer's 
adrenalin levels occasionally reach intolerably 
high levels, which can only be reduced by 
passionate acts of reproduction. 

To find a mate, the Shoot-'Em-Up Gamer can 
alter the pigmentation of the skin across its 
back,, much like a chameleon changes skin 
colour. The creature uses this ability to display 
its current hi-score. The higher the score, the 
more attractive the creature becomes to a possi 
ble mate. 

The reproductive act itself cannot really be 
dealt with in-depth in a youth magazine sucfi as 
ACE. Suffice to say it involves lowering shields, 
using a joystick and bizarre power-ups. 

FLIGHT-SIM GAMER 

Field Notes 

Strangely, for creatures that have never 
developed any form of powered flight, Might sims 
are very popular, with this species of Gamer 
being one of the largest in number. 



Penologists believe this Gamer closely 
resembles the ancient creature that all 
Gamers evolved from. RPG Gamers all look 
very similar, with rather bland if paunchy 
features. 

The Flight-Sim Gamer combines many of the 
physiological features of both the Adventure and 
Shoot-'Em-Up Gamers. It's most unique features 
are the bone and cartilage growths from the 
head and neck, which resemble a World War One 
flying helmet and scarf. These appear to serve 
no purpose other than making it easier for the 
Gamer to 'get into' its pilot's roll. Some scientists 
believe these may act as an attractive feature to 
possible mates. 

Feeding 

With playing sessions taking several days, it's dif- 
ficult for the Flight-Sim Gamer to find time out for 
a proper meal. Thus a huge 'In-Game Fueling' ser- 
vice industry has built up around them. Giant 
food tankers pull alongside the concentrating 
Gamer, and drop a food shoot down to the crea- 
ture's mouth. The Gamer then sucks up a light 
nutrient soup. 

Mating 

Sorry, but again we can't reveal too much here. 
Scientists believe the creature's reproductive act 
shares many similarities with that of humans, 
beginning with the male lowering its under- 
carriage and... Well, you can guess the rest. 
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SHOOT-' EM UP GAMER 



Th* Short Em-Up Gamer has 
little time for intellectual 
thought The shrunken brain is 
little more than a switching ten 
tre for all the eye-to-joy stick 
nerve impulses, 

An overs ized mouth and lungs 
end toughened vocal cords 
have evolved due to the 
excessive shouting and 
screaming of abuse that always 
occurs when this Carrier loses its 
last life. Its vocal power is such 
that creatures up to 26km away 
have been seen to flinch in shock 
at the noise {See 'Field notes' .]> 



By altering its skin 
pigmentation, the Shoot-'Em-Up 
Gamer is able to display its 
latest hi-score, which is used 
as a means to attract mates* 
(See 'Mating'.} 




The Shoot- r Em-Up gamers are 
somewhat larger than those of 
its ancestors; a II the better for 
hearing those stereo sound FX, 



This Gamer has many eyes, each allocated to watching a 
certain part of the monitor screen. No incoming missile or alien goes 
un missed by its razor-sharp vision. The eye socket has grown to form a 
raised boney ridge that prevents any outside distractions affecting play. 



These large swollen sacs are used to store 
the huge amounts of adrenalin produced 
during play, which is discharged between 
games by Such acts as raucous shouting and 
screaming, kicking of the monitor screen 
and occasionally frantic mating, (See 'Field 
notes' and 'Mating'.) 



FLIGHT-SIM GAMER 



The large eye is used to scan the main on-screen 
action, while the four smaller ones below keep 
a track of all the dials and gauges in the cockpit 
display. 



The bizarre growths on th* skull and 
neck are an attempt by this creature to 
simulate the appearance of a real flying 
helmet and scarf. 




Again, the creature's arms are rather 
shrivelled, but the hands have undergone 
incredible amounts of adaption. 

The fingers of one hand have spread out 
almost a right angles to form a strong 
locking grip on the base of a joystick. The 
thumb of the same hand is large and muscu- 
lar, and can rapidly pummel a fire button. 

The thumb and forefinger of the other 
hand have become joined at the tip to form 
a variable-diameter sphincter that permits a 
vice-like hold on the shaft of the joystick. 
The other fingers are shrunken and useless. 

Neither hand has any sweat glands, so 
there is no chance of the stick slipping in the 



The arms and hands share many of the 
Shoot-' Em-lip Gamer' 5 features. However, 
since flight sims usually use proportional 
joysticks, the Flight-Sim Gamer has evolved 
very precise and subtle control over the 
Stick, as Opposed to the Shoot-'Em-Up 
Gamers violent jerks. 




The withered legs are bent up so that the 
feet are raised above the keyboard. The 
toes of the feet have grown to become like 
fingers, and these are used to press the 
myriad keyboard controls typical of flight 
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You may have seen some allegedly tough, 
tricky or perhaps even "rock hard" 
quizzes. But this, dear reader, is the 
toughest. A veritable Magnusson of games ques- 
tions. A plethora of puzzlers. Those with anything 
but a complete knowledge of their chosen 
subject need not apply. Whatever your ability, 
however, you should at very least find enough 
quandries presented to keep you arguing in the 
pub/bus/canteen for many an hour. 

There is, of course, a software prize for the 
first reader who gets all the q jestions correct 
and mails their answers to ACE Quiz, Priory 
Court, 30-32 Farringdon Lane, London EC1R 
3AU, so please remember to specify which 
machine you own. 

GENERAL GAMING QUESTIONS 

1) What is the name of Mario's brother? 

2) What car is featured in Turbo OutRunl 

3) How many islands are there in Rainbow 
Islands? 

4) What was the follow-up to Sim City called? 

5) What game by LucasFilm has the shortest 
title? 

6) Which has the longest? 



7) How many batteries does a GameBoy need? 

8) What does CDTV stand for? 

9} Wame the chap who cowote Elite with David 
Braben. 

10) How many bits are there in an Acorn 
Archimedes? 

11) What classic Golf game was written by the 
Carver brothers? 

12) Which German programmer converted Star 
Wars and Hard Dnvin forDomark? 

13) How many Sack To The Future games have 
appeared on 16-brt? 

14) Which Give Barker movie was adapted 
twice by Ocean? 

15) What color hair do Lemmings have? 

16) Who programmed 3D Ant Attack? 

17) Who is programming Sjm Ant? 

18) What game from Cinemaware featured lots 

of ants? 

19) What was the follow up to Dun Darach 
called? 

20) Which software house produced Super 

Pipeine? 

21) What was the name of the roller-skating 
game from F.T.L? 

22} Which UK software house specialised in 
graphic adventures like Espionage Island and 



Urban Upstart? 

23) V Name the star of Andrew Braybrook's Da* 
Out game. 

24) Name the first arcade adventure to have 
over 100 locations. 

251 Who used to edit Micronef s Computer and I 
Video Games Adventure Helpline? 

26) Name Bubble Bus' biggest hit. 

27) Name the author of Adventure/and, 

28) What was the name of the game that Geoff 
Brown, now head of US Gold programmed? 

29) Name the hero of Fantasy Games' Pyramid 
and Doomsday Castle. 

30) Name the author of Android 2 r Cyclone and, 
ILL. 

31) Name Gremlin's Zaxxon clone. 

32) Name the flop game with the extra-memory 
expansion pack for the Spectrum which 
effectively ended Mikro-Gen's games production 
business, 

33) Who wrote Castle Adventure and PJanet of 
Doom on the BBC for Acornsoft? 

34) What did Acornsoft call their Missile 
Command clone? 

35} And their Defender clone? 
36} And their Panic clone? 
37) And their Scramble clone? 



LOOKS FAMILIAR? 



Here are ten people selected, with no particular common thread except they have all played an 
important part in the industry. Can you name them? 
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38) Name the coin-op to first use a trackball 
control method. 

39) What was the first ever four-player arcade 
game? 

40) What colour were the two ducks in 
Dynamite Dux? 

41) Name the two Ikan Warriors. 

42) What was the name of the bad guy in T7r Na 
Nog? 

43) What was the first ever LucasFilm Game? 

44) What was the first ever game to have a 
black hero? 

45) Name four Bond games, in order of appear- 
ance, 

46) Name the landtoased follow-up to Carrier 
Command. 

471 What was Archer Maclean's first game? 
48) What colour is Tony Crowther's hair? 
491 Name the game he wrote about a recepttcfe 
for tea. 

50) Who does 8£Ts C64 music maestro Rob 
Hubbard now work for? 

51) Name the drum synthesiser that Bullfrog 
produced. 

52) Name two Spurs players who have 
endorsed computer games. 

53) Who programmed Ghosfcuster s r Pitfatl and 



1Mb Computer People? 

54) Bob Dinnerman wrote which classic Amiga 
flight sim? 

55) Who published the Bitmap Brothers' first 
game? 

56) What was it called? 

57) Who designed Kick Off? 

58) Which portly Grandslarr character said "You 
can't pank here!"? 

59} How many The HrjrTf For Red October 
games have their been? 

60) Who was supposed to be doing a 
Nightmare On Elm Street game, but never did? 

61) What Infogrames game saw you trying to 
rescue hostages? 

62) What did FOFT stand for? 
63} What does FAST stand for? 
64} Who wrote the original Gunship? 

65) What is the name of the only game Jeff 
Minter wrote for Hewson? 

66) What is the name of the company which has 
risen out of Hewson's ashes? 

67) Name Matthew Smith's last game, which 
was never released. 

68} Which game's title was incorrectly 
■translated over a faxlink, leading to a hysterical 
historical name mix up? 



69: Mow many lines of invaders first appear on 
the screen in Space Invaders? 

70) Whaf s the new game from Michael 
"Powerdrome" Powell called? 

71) Name the game that Thing on a Spring 
music maestro Rob Hubbard programmed 
before turning his hand to tunesmithing, 

72) Who was Whispering Horace? 

73} How many Beam Software titles starred 
their own Horace? 

74) How many games has Tony Crowther had 
on the market? 

75) Odd one out and why? Cutiepoo, Dynamic 
Debugger, Reach for the Moon, Psyc/apse, 
international 3D Tennis and Bandersnatch. 

76} Name the unifying factor between: 
Bombuzai, F emadez Must Die and a View to a 
KM. 

77) What width is the Motorola 680 30 data bus? 

78) Who programrned the coin op Gyrus, and 
what do they call themselves these days? 

79} What was Continent/ Circus supposed to 
be called? 

80) Name the follow up to Sweeny Toddler. 
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ACE KNOWLEDGE 



1} What two Arnie films have been featured on ACE covers? 

2} What is the lowest ACE rating ever given, and what was the game? 

3) What was the game to receive it? 

4) Who edfted ACE before Jim Douglas? 

5) Who usee" to write ACE's Page 1 1? 
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SO CUTE... IT'LL MAKI 

YOU PUKE!! 



Something very bizarre has happened in the fairy village... the 
inhabitants have changed from chummy chappies into fluffy 
fiends! It's so bad they've even gone and kidnapped the 
beloved" Mom" of our angelic fairy heroes, Tarn and Hit. 

Now she lies captured in the top of the 
Ma boots Tower where she can only 
m ' be saved by whopping anything 

( cuddly on the head with 

their magic rods. 

So cute... till make you puke? 




The Sales Curve Ltd, 
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London. SW11 3SU 
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ACE visits Digital Pictures and discover the tricks of 
the computer graphics trade. 



Beteve it or not, there's a picturesque little 
Spanish town nestling in the heart of 
London. No really, there is... after a fash- 
ion. It's the creation of Digital Pictures, tie com- 
mercial computer graphics company responsible 
for the virtual Barcelona featured last month. 
ACE visited their West London headqjarters to 
find out how they produce these stunning anima- 
tions. 

OUT IN THE COUNTRY 

One of Digital PHrtures most recent projects is a 
computer-generated flight around Pola de Siero, 
a small town in northern Spain, The animation, 



commissioned by SMp Filtas, vtt 
tourism commercial to illustrate^ 
nature of the town and the wot. 
countryside. 

The animation starts with me vil. t 
above the hills and plains surrounding fSlade 
Siero. The viewer swoops doyji, through a layer 
of fine cirrus cloud, and fries low over the -rugged ,. 





the neV/ly-tHi+k < 
station shelter, 
last timeT 




r ket building and coach 
tfn out into the countryside 



countryside, The animation then cuts to a view 
above a long highway leadtngjo me town. A 
dense forest streiches awSfr" j.ojo me distance, 
the furthest trees growing hflzy owing tq a thin 
covering of morning mist. Another c\jit t a^d now 
the viewer is in Pola de Siero itself, (tying Vast 




SO HOWS IT DONE? 

The ihirty-&econd animation is the result of five 
week^ intense work by Digital Picture animators 
■ PirtavaWid Alec Kno*. Their most recent 
:0tiject was tne Barcelona simulation featured in 
last month's issue. 

The first^stagejn a project such as this is to 
talk to the qjents\and find out precisely what 
they want fro\ri the\animation. In this case Stop 
Films requested tha\the flight though the town 
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allow the viewer to clearly see the newly-built 
indoor market and the strange-looking coach sta- 
tion. 

Next comes the task of collecting sufficient 
data on the town and its buildings to accurately 
model it. This data can take trie form of city 
plans, architectural lay-outs and occasionally 
modelling data already on disc (although the 
latter is unfortunately a rare occurrence). 
Reference photographs are also taken so that 
the colouring and texturing of the final images 
matches reality as closely as possible. 

Then all this information has to be fed into 
Digital Picture's custom-written DigiPi* software 



running on Silicon Graphics 4D20 workstations. 
As you'd guess r this can be a long and fairly 
tedious process ■ just right for the office juniors! 

The animators then start planning how the 
animation will look, plotting camera flightpaths 
through the city and testing them. This is carriec 
out using the ancient-looking wireframe 3D - the 
4D20&, powerful though they are, can't generate 
the complex objects in solid 3D AND animate 
them in real time. Which is. of course, pretty vital 
it the animator is going to be able to do his job 
properly. 

Once the animators (and the clients) are 
satisfied with the look of the wireframe 
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animation, it's time for the acid test rendering, 
where the animation code is turned into fully- 
detailed TV quality images. The time it takes to 
render each frame of animation (and remember, 
you need at least twenty frames per second for 
smooth animation) depends on the complexity of 
the scene. Each object has a wealth of data 
related to it, detailing such things as its surface 
texturing and reflectivity. A rendering time of thir- 
ty minutes per frame is typical. 




AND THAT'S IT? 

Yep, that's it, All done. It's a beautiful piece of 
work, and the 'naturalness' of some of the 
scenes is breathtaking. It's just a pity that the 
majority of us will never see it. But if you're on 
holiday in Benidorm and you happen to catch 
the commercial, remember: what you're seeing 
is not real. 

Or is it..? 
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THE NEXT MILLENIUM 



h is the end of the 31st Century. Nearly one 
thousand years ago man colonised the moon, and 
from there created a range of human mutations which 
were left to develop other planets. At the same time, 
life on earth was destroyed by a cataclysmic climatic 
change. 

Now the mutant races are at war with each other, 
and man has returned to Earth, rebuilt civilisation, 
and forgotten about past adventures. 

Deep In Earth City, plans have been made to 
explore space again. The race has started to develop 
Earth T s resources, to research new technology, to build 
for future adventures. 

You must control the training, research, resources, 
production and stores of Earth City in a complex 
strategic battle to maximise the planet's supplies. You 
must construct and pilot the hi-tech space shuttles 
and ships needed for mankind to venture out Into the 
furthest reaches of the war-torn solar system. 








This month brings SEGA 
back into the limelight, 
with it's new 'holograph- 
ic' system generating 
floating 3D images, plus a 
new dedicated unit that 
brings a new meaning to 
'motion simulator' and 
the pick of the latest 
releases, brought to you 
by the man with loose 
change, John Cook. 

Over the years, each coin-op company has 
developed its own unique reputation for a 
particular style of game. Atari produce main- 
stream, but occasionally wildly off beam games. 
Irem go for well polished shoot-' ermjps, Toaplan 
just throw billions of sprite at the screen and tell 
you to get on with it And Sega, the Big Daddy of 
them all? I guess the whole of the industry looks 
towards Sega for, above all, technical innova- 
tion. 

In the mid-eighties, Sega addressed itself to 
the problem of Sprite Scaling and Manipulation. 
This produced games like QutRun, Afterburner, 
Thunder Made and Power Drift - and further devel- 
opment has produced games like Line of fire 
and now Rafl Chase that would have been 
thought impossible a few years back. 

Not content with domination of this part of the 
industry, however, Sega are constantly looking 
forward, trying to move the concept of video 
games into the 21st Century. In Japan this con- 
cept is planned to produce dedicated Simulation 
Centres, linking up video and motion 
bases, the R360 being the logical 
extension of Sega's long develop- 
ment commitment in that area. 
The company are also known 
to be dabbling in various 
Virtual Reality technolo- 
gies. 

But it was with a big fanfare 
recently, they shocked the 
video game pundits by 
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announcing a new Holographic video game sys- 
tem - and wharfs more, it was a system that was 
affordable by the average arcade owner. We 
waited with baited breath, and Time Traveller 
was launch upon the world last week. 

The good news is that it's great - a wonderfully 
novel display that projects the figures into spaed 
so you feel that you are almost playing with real | 
animated people. The bad news, by my dictio- 
nary definition, it's not a real hologram. 

Tne technology used by this system takes a 
video image from an ordinary monitor (fed by a 
laser disc in this instance) and uses a parabolic 
mirror to project this screen onto a platform, so 
the image appears in mid-air. Now, if this was 
Neighbours, it would took rather odd - but if you 
use chromakey technology to matte out the 
background of any footage, the effect really is 
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very convincing, ' 

There are lirr tatioris as :?> how big trie images 
can iii tcenns to be about 3 A inches high) 
and unless you are standing right in front of the 
unit, the image gets strangely drstorted - but 
there's no denying that the novelty of the e 
alone would be prove a big crow :: puHer J\ 
fatt.fe Se^a has put a decent giime msifeff 
should make it very successful indeed, even in 
the present cfire economic climate 
Time Traveler is a style of game not u 
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laserdisc and you are presented with set deci- 
sion points in the action where your must move 
left/right, duck/jump or 
fire your trusty six- 
shooter Unlike 
Dragon's 
Lar, all the 
sequences 
are filmed 

using live action actors and fabby special 
effects. Believe me, this looks good. To add to 
the variety, according to Sega Europe's MO Vic 
Leslie, the 20 or so scenes that can potentially 
make up a game are drawn from over 60 
sequences stored on the disc - so it's unlikely 
that youH ever play two games that will be exact- 
ly the same. 

Undoubtedly, the game plays well, with a neat 
bujnn feature of Time Reversal that plays a 
scene backwards if you got killed, so you can try 
it again - and the data is sensibly stored on the 
disc so there are no long blackouts between 
scenes. 

Have a go if you see one - you'll enjoy the expe* 
rience... but i wish that they hadn't called it a 
hologram... 



PILE UP* 

Sega releases tend to come all at once - so 
while Time Traveller was being shown for the 
first time, so was a whole host of new Sega 
titles, the best of which was Rait Chase. 

Tn s one is decidedly influenced by the Mine 
Truck sequence ir Indiana Jones and the Temple 
of Doom ana lias you r or you plus a mate, sitting 
on a bench seat acid clutching a joystick. 
The idea is that, haying penetrated the HQ of 
an Andean drug ring, released slaves and pil- 
fered a valuable Inca treasure (clever you; eh?) P 
you new find yourself looking out the front of a 
rail car, racing out of control alone tunnels and 
btfites tilted with biddies. Whafs more, if you 
don? get a move on r the r e are Super Baddies 
chasing you kom behind. 

contra) is a Run sight, with whtch you 
that moves and anythrng.that's 
blocking the way of the track. Meanwhile, the 

I til- on moves about and vibrates 
Hfoe mad - so if s like trying to do tai&et practice 
n the a fauchVp h r :)MccHI This iCa real 

screen, despite being made up almost 

■■sETTLr-* 
letefy of spr uns, "mtt es towards you fa si 

realistically, a$ y :j y g e t assasr 

sundry Baddies, Bats and n the end, Ai 

Jot exactly inti 

ic all ftn 

carry a warnn 



you've got a bad 
case of piles.... 



SOItt* of thm cfMhf-fh*ir technology conf**H*ii within S*ga'x 
■holograph!;; 1 cabinet: , a Sony T2~ latrrdisc pljy«r and NTSC 

<til«njr TV 



THE BEST OF THE 

REST. 





HEROES - DATA EAST 

Data East's best thing since Midnight 
Resistance has you taking on the role of 
one of eight creatures who are fighting for 
the Throne of the Realm. With 19 different 
moves open to you (from a joystick plus 
two fire buttons) it's probably the thinking 
man's answer to Final Fight % but you cant 
faN to be impressed with the sound and 
graphics job. This one will go far. 



BLADE MASTER. IREM 

Irem are weN known for their sci-fi shoot- 
"em-ups, but this is a first into the pixie bash 
stakes - and ifs a most impressive debut. A 
very distinctive graphic style, with stylish 
animation makes mis a visual treat, 
although you might find the gameplay a littl 
simplistic. Think of it as being an 
Impressionist kind of Golden Axe.... 



CROSSED SWORDS - NEO GEO 

Now that some classy Japanese developers 
are taking the rNeo Geo seriously, there 
have been some cracking releases for it in 
the past few months. Latest is Crossed 
Swords, developed by the team that gave 
you Dead Angle and Dynamite Duke. This 
uses a similar control system, but is set in 
the days of yore when you had to use a 
sword rather than a laser. Not bad. 



p 



VENDETTA - KONAMt 

I tend to dislike beat-em ups but this one 
has taken so much care over the animation 
of the sprites and imagination in the number 
of ways you can hit, mutilate and be thor- 
oughly unsociable to the Bad Guys that I 
found myself warming to it. Up to four play- 
ers get to rescue the obligatory girlie, one 
of which is a passable imitation of that won- 
derful role model, Hulk Hogan. 





GAME 
GEAR! 

iililU'iMiliLI 



WIN A RADIO CDNTROl 
HONDA DIKE! 




MOPED! 0898 404638 

Calls cost 34p (cheap rate) and 45p (at all other times) per minute incl VAT. For winners list send SAE to : Populuxe, PO Box J 
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filtrate Virgin HQ 
in the latest no-holds-barred 
ACE Co.nrence.. 
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ef s face it/ Virgin supremo Nick 
Alexander told the assembled ACE vis- 
liters, 'back in 1983 when we started, 
you had to be pretty stupid not to make lots of 
money...' 

These were brave words from Nick, because 
at least one of those present (the octogenarian 
Steve Cooke) had vivid memories of 1983 and 
virgin's Owzat- a legendary cricket title that, 
tfien you chose to change the team members , 




!d you to 'EDIT LIME 140'. And that was 
\y the best bit about it. Turkeys of that ilk 
sickly green hue over Virgin's image and r 
in those good old, bad old days, even Virgin 
themselves had to admit that most of their titles 
were a load of old gobblers. 

What, however, would happen if right now you 
warped back to the early 80's, found Cooke 
hunched over Owzaf, trying to work out where 
the ball was, whether the game had started and 





(tap) floirm Itannit was up and running in what appeared ta 
to • (MM rmmt, and a damned fin* playabhr Utile 
rwmtor h li boo, uh! Dut on PC Amiga, and ST. IhJx follower 
tff thf aiti honzanitl platform mtoHh school ix ax playabl-* a* 
th* but in the 9*1** rtonreia ifciini along Mm road uh 4 k *ii hi 
bwl can ttltln 14 htahtr things via window l?dg*». ro«vn. 
■nKl Md tfhrr nttably dHouliad platfortm. Mint levels, 
IttfMia wtth Diiarrt, tx*o*Mtui, and well-animated nasties and 
■Mke perikuiorfy «dd powrr-upx ! 

fitewjiryn In Mm ppan, Ronnie contend! with airborne beaxt- 
ta,..and p (3*011 frtppinga... 



which team was playing, and told him What Was 
To Come. What would you have said? And what 
response would you have got? 

You: Er... Steve. - 

Cooke {for ft is he}: F*%$ %ffl 

You: Ahem... I come from the future. 

Cooke: Far out, man. (Examines 'crgarerte'J 

Either Owzat is getting to me or this is 'strong 

stuff',.. 

You: And l r m telling you that three 
hundred games companies are 
going to go bust in 1984... 
Cooke: Virgin will be the first to go, 
I'll tell you that for nothing... 
You: Er, actually the/re going to 
get their act together,.. 
Cooke: Tell us (snigger) another! 
You: They will then release a string 
of hits, from the superlatively vintage 
Dan Dare through legendary tides 
like Silkworm to the stunning 
Supremacy... 
Cooke: Guffaw! 

You: They will champion top-league 
proggies like Wonderland and 
Infocom. They will launch Europe's 
first official Japanese 1 6-bit 
console... 

Cooke: 16-bit? 16-bit what?? 
You: They will buy Mastertronic and 

(above) David Eastman demonstrate-! floor 13 and the lataxt 
Virgin interface technology: Daukd'x f Ingcr It monitored by a 
PalhatriLK magnetic M l DUB" C I fac*t«r Imbed. t*» double In- 

Hn* HAW s*t», allowing Mm (« <*htr*l li**- fl*m* limply by 
wiggling hli linoer , Th* unit Ix to be released m April 199!.. 

tUt*) Behind thJi Innocent faced* lurki a vajt labyrinth of 
&erttex rhtvhefn rr^rlntnwrl rushing up and down spiral 
xtaircasax clutching carry-dub, bombxholl re or pti artists breath- 
ng Into high tech pheww-s,. Mtegadnvex bla-tting cut rt/minj far 
*4vrKttr*efci, Game bey's iqutihnv Mfetttr System! b«oii»a. 
artd outside in th* back yard th* ACE. on inference visitors stuff- 
Ing thamselv** with ItuH end i atliWI± M— 
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control one of the largest areas of computer 
entertainment, and they'll end up one of Britain's 
top software houses, finally being wooed, 
kissed, courted, and captured for £36 million by 

Sega... 

With this last retort, you fade from the scene, 
leaving the withered old hack speechless. With a 
deep sigh, he removes the Owzat cassette and 
attempts to load a copy of Wacky Waiters... 
Meanwhile, back in 1991, Mick Alexander has 
departed, leaving the ACE readers gathered in 
the conference room at Virgin's West London 
headquarters. During the next five hours, they 
were caught up in a whirlwind of meticulously 
planned Virgin presentations; they met legendary 
developers, ranging from Virgin's own Andrew 
Wnght to the redoubtable Archer 'rKV Maclean; 
they saw some of the country's first CDTV 
dedicated software actually up and running; they 
were among the first punters in Europe to see 
Terminator on the Megadrive; and they were 
able to try out for themselves a range of superb 
software on console and computer. 

And YOU could have been there.., if only 
you'd applied? Meanwhile, you can oast 
your envious eyes over these pages and 
see what you've been missing... 



One nf the information 
!(iHm front ™t«m* 
jnurtfe. Pratf k*1ly •very 
f urttartnee atu?™!** want- 
ad i iijik at thi t. though 
htotbI readers were 
nervous abrjtrt tha 
inevitable high prk» thai 
attompanl** this hW*l ot 
tophiitltatlon and detail 






The ihuttl* prepares lor takeoff, Th* kvel of detail In thti 
simulation <rt NASA's Space SHWttl* is so M»h that an* 
develops has claimed you mnld actually fhf th* reel thing 
altar training on Virgin'* illtcan saltern. Tha program ijiuhlai 
you ta fhr ml«le*w reusing Item «i*rrrrflt t«*a«htn Star 
Wan offensives, ftf wall as tmit 1 liiyhti and lattlllta recovery. 
Due out later this y**f for thai PC <£«.SB>. ST (£I*-*»r and 
Amiga l«SS3)- 




A run Summers 
vdkmI in* majority 
opinion at M «"ffl (yHtal 
over Jimmy l*S/r* i 
Hfftrrf wind loOO**f 
However action till** UK* 
rrrjn*nator and Kofirnq 
Honnit didnt make Midi a 
good IrnprewkW-.- 'fm 
khHHf on strategy/ 
aaplafrned Arun. who aHo 
admitted * ttreng 
attract kin to flee/nts... 




Ahai lime for gndi! lb* Virgin caterer* did in proud - tut the 
real Star «f tha lurxh braak watt a wr—a* -pr**]*!* nf an 
A men-can Game Bay version ot Print* of Persia - abtokrtelv 
it«n4Jngly stunning, guwrtor, end » rnusT-murt-hava 
tha cart* arrive.,. 



Superlative Sega Titles... 

Unfortunately w« were unabl* to bring you 
icreenshots of remiirtattir on the Megaorive 
(tremendous sound snd musical effects) or the clas- 
sic flfdj-bJe Marfrt«i on the Sega Master System. fWJH 
oo«i down f »*Hy well on the B-bit format, but 
re/mpnafor is likely to he the st*r for ACE 1*«it con 
noisseurf . The opening sequence, for example, is 
practically indistinguishable from the f Km and th* 
game features aeweral digitised out-takes from the 
eaJluloid version. Gameplay is pretty tradition*! hut 
there's lots of it and the speed, sound, and vigorous 
opposition mail* this one look like a very promising 
Megadrive blast-em-up- 



tfs Bugged ! 

Jtmmy iVrufe's Wmfrf*vpnd' Snook*ft we have to 
report It seriously hugged. Only seconds after relin- 
quishing the mouse, flies begin to iip across th* dis- 
play, settling occasionally and even trotting up the 
screen before taking off again. Even worse, when 
left to themselves, the reds begin to display 
disturbingly disrespectful tendencies, sticking their 
tongues out ot the player and behaving in a general- 
ly unacceptable fashion- 
Bugs llhe this, It has to be said, elevat* Jimmy 
White's Hrftfrherfncf SnooJfer from that status of 

superlative game to that of all- 
time classic. They're the hallmarks 
of programrnerfdesign** Archer 
'HC+' Maclean, who delights in 
putting quirky finishing touches 
to his gam*!- Tata those flies, far 
exampi*. which look extraordinar- 
ily convincing as they jitter «hout 
the screen during Idle moments. 
They're very easy to do, really/ 
says Archer modestly* r *H they do 
is move In random 90 degree arcs, 
freezing occasionally and 
sometimes moving vertically up 
the screen,' 

The rest of the game is 
superb - see the review els*where 
in this issue- And watch out for 
those bugs! 

DlsgraceM bahaviuur i>n Archer" i hi""- 
Judging by th* posit ion Of the cua ball, 
punishment by pockeHng is called for 




Joel Waannan w» a gnat 
fan of fha re-rrnioeoar 
pnvrf* o" H must a 

queuing up for * 
viewing of Fermi na tor i 
McantfThkkt, h* waft knot* 
r,:-mr by Megjdrtvv 
terminator - 'H looks rw 
ewceltemV ha *abt poirrt.' 
out that anyorai wtw 
retbonad the fPIPWJ idea 
was * Mt wall-wrotn ihwuv 
ramambvr ffurt lhare 1 1 
«rr good raason T«**y rh* 
limt ™<»|S# iioap* 
reappaaring bocauic Wi V 
damn good ! 
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Nick AmaW maintained a tt«adfaa,1 sjleoot dirough fluif 
of tb* (oniarante inducinp deep O*rvousn*tf "i Virgin 
rtaft. *»» thought ha might have been an undercover 
•gant for Nintendo. Over lunch. rWMe*vef. ha adrtlttos tc 
being potted by Jfrumy ">hrrr <a w *n though Tin not 
normalh; keen on arcade ituH'f and vary impressed by 
SFX en CDTV ExuUbur. 





Mo iwitHAH about Liam 
Dystant -tfiii lad got full 
mark i far taking ■ very 
actlv* roU in Hi* 
I - ...HHdinijx Offering fccwni; 
i*i*T> pt»«r¥*tnmnm 
many af Iht games on 
ahd*. irtcuxk >r reckons 
Uata, tl e definite buy.' 
but he hh aim BUKe *o 
spot scum* of th* tlow aWk 
access times and action 
i*qu*TC« In jjrcaAbtar 
that reckoned, might 
tak* soma of th* thin* off 
thrttflnattwl product 
V|rg||\ j| should be noted, 
l*ofc all thai on board and 
r *t k o rma Aal the final wi 
»on would win In* p r oo 

tent— 



Paul Mclleritfc staggered 
into th« conference having 
survived « car journey from 
L*k*tt*r. and then proceed 
ed to take an outspoken 
nol» in th* conference, dur- 
ing which h* confessed to 
being particularly 
impressed uuiltt Jimmy 
■rfVte'f WfVrrW/ntf jf«fl*if 
- but than so wax a-veryonc 
Off*. Aft OM Of tWO 
Weg-adrlve owncn. Paul 
found himself i»awing th* 
<anl*.(*»M* *iHh 
uneflpetted riches - not 
on ry a copy of Moon waihrer 
but also the proml** at - 
gasp - a tree copy ai Jun« 
the H tdg th oy a* wwn as 

th* company could get an* 



il> do is vMd ui a postcard with your name and 
address dearly legible, together with a telephone 
numbpj-w th-at WW can get hold of you. 

You need to tell us which software houm you 
would bo interested in attending, so note that US 
Gold, Mlrrorvoft, virgin, Gremlin, and Domarfc 
have already been featured): than not to My that 
ris*ting them again, but it's likely to 
her than sooner. W* also need to know 
how old you are end which machine you own, to 
that wt can plan a good spread of age group* at 
each conference. By 

obviously we have to limit the number of peo 
pie attending aadh conference because of space 
•■nd staffing consideration* In addition, we haw* 
to make a nominal charge of £5.00 to cover coats. 
All placet are •! located on a first -come, first - 

•■-pd basis. There is, however an exception to 
these condition* at a (pedal offer to subscribers 
m *re giving them priority allocations for the 
first live place* In each conference and they may 
Iso attend free of charge YOU can find out how 
lo become a subscriber on page BG 

Shortly before each conference we select the 
lucky readers from thus* who have applied and 
inform them of the relevant details. If anyone 
can't attend, they'll be shortlisted for future 
i ohUtv nces and another selection will be made 
lor someone to take their place. Please note Hurt 
although me tan sometimei. arrange for lifts from 
railway stations, etc, it is your responsibility to 
provide your awn transport to and from the 
conf erence location. 

Forthcoming conferences planned Include The 
Bitmap Brothers at Renegade (in London), Core (in 
; Sierra I near Reading)., and Ocean (in 

Get your application In NOW to: 
ACE Conferencei 
30-32 Fdrrtngdon Lane 

London 
EC1R1AU 



address 
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irMf>, d0raeMafVjQaia)yjarj>al ffonr f J generates a brooding 
I atmosphere wfth rb 
MKmochromc graphics, 
designed by the talented Carl 
Cropley who did the superb 
pics for CA's Mound of 

Chaddtra. Virgin claim f rdor 
T3 Is based on actual events: 
developed by PS I. who wrote 
Conflict, it pub you in change 
of a mysterious organisation m a Dockland* otf ic* block. Your 
tank is to us* any meant at your disposal |th*y include 
everything' from murder to infiltration) to protect the govern- 
ment from political damage-.. .without ever being found out. 
Out In late October for PC, ST. and Amiga at £29.39 (PC 134.99) 



Virgin ara mating no bonas about ffealmr: Irs deslgnad to ba 
Po^vrJTTMjnjr^-b^shrr Proorammrd by Gr^ltgoldL It vUf 
fractal -style graphics lo create die familiar isometric display as 
you- use money, power, and military strategy to consolidate 
your own realm before extending e blood-stained handshake 
to your neighbours. Aeafms was universally popular with ACE 
conference attendees *nd *v*n th* loyal 

fDpi/tousi'Powermongrr fans amongst them were- impressed by 
ma axtendad ga map lay options. Due out In October for Amiga, 
5T (both f 2»99| and PC (£H.99| 



kight, Th* man who put It aM together: virgin conference 
director Oevld Us- hop. who** meticulous planning gav* every- 
body a day to remember... end a few goodies to take away as 
well. Our thanks to David and his team far all their help in 
making this on* of ih* mml *rtjo y Alsl*. idnr»r«>v*< lo data... 





Sprrft of txcaHkw Oh th* CD TV looks pretty 
similar to the standard Amiga version, but 
just wan till you hear th* speeottl 



I left J SlevE Clarke, boss of Virgin's new 
media division, demonstrates the advantages 
of CD TV and compact dull software 




<l*ltS One of, me tiemandoui 

feature* of aAurft* H that the 
instrument panels are accurately 
reproduced in the simulation - 
and the switches actually work! 



{below) Rmalms uses fractal -style 
maps and scaling rasurhng In an 

effect similar to th* displays in 
ftfjdwmf sr. Five terrains ere fea- 
tured in the game, together with 
up to 16 computer players, thirty 
chSec, enhanced artificial intelli- 
gence, and everything from nat 
ural disasters to straight-lorwar^ 
military confrontation. 




ago 
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daytime telephone number... ., 

computer owned 

which company would you like tu visit 



-mi % 



Ar\'i>Ntin rnMfMTH hHimiAihivtN- 
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EXCLUSIVE! 
KING'S QUEST V 






n 





SCANNE 
COM PA 



WIN! DPAINT4& WORKBEh 
MANAGEMENT SYSTEM »B 
& TED * THUNDERHAWK • C 
DIHAL OF THE KREMLIN 
TURTLES 2 MOONBASE* B 
TLE CHESS 2 • CREATE VOt 
OWN LOGOS 'BLUES BROTNE 
• MAUPITI ISLAND • Fl 
BLOW ARMALYTE THUNOE 
JAWS HUNTER DEL 
PAINT ON FILM MUSIC XVEI 
SION 2 • INSTALL KEYBOAF 
SHORTCUTS 




CAUTION: 

DEVELOPEHS AT WORK 

HARD HATS MUST BE WORN 
IN THIS SECTION 



Yes, you must be 
careful to wear 
protective goggles 
before turning the 
page and entering 
this month's In The 
Works. You never 
know when you could 
get hit by a fast-flying 
piece of exclusive, or 
caught in a dangerous 
shower of sharp 
development information. 
And make sure you wear only 
loose clothing, because 
everything about In The Works this 
month is so HOT! 
As usual we've been sticking our nose where 
it's not wanted to bring YOU the most exclusive, incisive and interesting 
information on the most blistering up-and-coming games, including in-depth 
interviews with the people who matter and close-up analysis of the game 
actually AS it is being written! Better start unbuttoning that shirt (and your 
trousers too, if you're of a particularly weak disposition)... 
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EYE OF IKE SfODH 
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fie hottest racing game of last year is 
back, with better everything! Hey, and 
we're not kidding either. Jim Douglas has 
seen it. Just wait until you clock trie stuff that 
Magnetic Fields is cramming into trie summer's 
most eagerly-awaited sequel. It will blow 
your mnd 



J 



asoi Kingsley, the author of Murder and 
Blade Warrior tries his hand at Elite-style 
space-age combat-tradi ng-str ategy-action 
adventure in the latest from Empire. WeVe got 
all the gen r so just flick those little pages right on 
up to the number 42... 



U 



S Gold's latest CapCom coirbop 
conversion marries the cutesy 
gameplay of Rainbow Islands with the 
unmatchable programming pedigree of top 
developers Tiertex. David Upchurch talks to the 
boyz in the hood to find out what's going down t 
pro, Yo. 
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.^LOTUS ESPRIT 




Last November, Lotus Esprit Turbo 
Challenge found itself the reviewers' 
darling. It was a peculiar situation that amid 
so many heavyweight driving sims and coin-op 
conversions, a sprite-driven arcade game with a 
surprisingly basic premise (no shooting or 
barging or polygons or spies) was adored so uni- 
versally by critics and paying customers alike. 

The secret, clearly, was Lotus' partaking of 
that KfcfcOffesque property, the Larf Factor, 
There was no mincing around selecting which 
tyre compound is best. Mo engine overheat to 
worry about. No pulling into the pits for an oil 
change. Just staying on the road and going as 
fast as possible and winning. 

The game held together 50 well and felt so nat- 
ural to play, you could be forgiven for thinking 
that it was a one-off hit. A bit of a software star 
that just happened to come together in the right 
way at the right time, whose sequel would 
almost certainly fall flat. 

But Gremlin are confident that they've hit on 
the magic formula again, and predict an even 
better-rounded product with Lotus 2. 

FALSE START? 

The Lotus follow-up was never a certainty. 
Although the first title was such a hit, both 
Gremlin and Magnetic Fields were concerned 
that the sequel might be constrained too tightly 
by Lotus' demands that their cars weren't shown 
being blown up or smashed. A perfectly 



Sucking the very marrow from the driving genre, 
GREMLIN prepare to release another stick-shift 
sensation* With the barrel of originality thoroughly 
scraped, what new apples can developers Magnetic 
Fields promise? 

understandable request from Lotus could be 
seen to curb the blockbuster excitement which 
any sequel needs. In the early stages, Gremlin 
were tempted to produce a non-licensed semi- 
sequel with all the high-octane smashes and 
crashes. 

In the end, however, it was decided that the 
Lotus name was vital and new angles should be 
explored in order to spice up the formula. 

WHATEVER THE WEATHER 

As any driver will tell you. Mother Nature proves 
to be an opponent every bit as formidable as the 
cars you're racing against. Each stage of Lotus 2 
features a different driving environment and, far 
from being simply a different graphics setup, 
each environment poses a bunch of car-control 
problems for the driver. 

On snowy sections, the steering becomes light, 
almost like driving in a skid-pan, and the drivers' 
vision is hampered by falling snow and rain. 
Examine the track-breakdown for more detail. 




"The basic aim of the eight levels," says Shaun 
Southern, chief programmer, "is to create a 
different atmosphere on each stage. The extra 
effects such as lightning, overlaid snow and ran, 
sparks on the tunnel walls, smoking wheels, etc, 
should do the trick." 

A criticism of the first game was that hitting a 
road-side object would virtually put you out of m 
race. "This time, we've improved the payability 




Ho m*tt»r how busy Of *mpty ttw rood. iefvi * prami*** * CQHtt.n1 update rtH* 
of twcrrlr-PiV* par MCMtd. M*»p«r Mil* *nd twlitwf tum» m««*ltatc far 

mor* driving skill *rtd l*H all «rt iperd 
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so that when you hit a sign or another car, 
you're not left stuck at the side of the track. 
Instead, you're thrown back onto ttie road and 
into play as soon as possible. This way we've 
been able to be qurte tight on the times for each 
level, making for a more exciting race." 
The speed of the game matches the first, 



although is unlikely to beat it. "We're looking at 
twenty-five frames per second on average". 

YES, MASTER 

The two-player option worked so well in the first 
game, the team had their work cut out for therm 
when trying to produce an improvement. 



Hutting rojdndi- obita- 




Players can now link jp two machines, Amiga 
and ST. By selecting a slave machine, and a 
master, three players can race against each 
other, one playing with a full screen, and the ott> 
ers in two-player mode on the other machine. 

THE CARS 

Both the Lotus Esprit and the Elan are raced dur- 
ing the game, on alternate stages. "E sprits have 
far better straight-line acceleration," says Shaun, 
"although the Elan has better handling, so can 
get through the corners quicker". 




Whitr ov«Tta4<e5 red! Acd floor* 
the gis and mikii a disparate 
challenge, ami. . ava-rtakei whit*! 
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HnHMtBI COMPUTER EHTERTAJhMENT #1 



Ever wanted to play a 
game like Elite, but where 
you could do whatever 
you liked? Empire and 
Jason Kingsley have got 
the solution - and we've 
got the details. 



■hat Jason Kingsley is, by all accounts, 
^^ffa bit of a geezer. He was responsible 
for the innovative arcade adventure 
Blade Warrior for Image Works (which 
is only now, after several delays, 
seeing the light of day) and put together the 
rather nifty whodunnit Murder for US Gold. Now 
he's back with a vengeance once mare, this time 
with a game mat's a little bit like Elite - except it 
isn't. 

Eye Of The Storm's scenario is as complex 
and elaborate as the game itself promises Jto be. 
Ihe whole thing revolve': around the planet 
Jupiter (the largest planet in the solar system and 
known as a gas giant due to its particularly 
volatile and stormy composition). 

Well you know that big red spot that Jupiter's 
got? Right, well that's called the Eye of the 
Storm, you see? The idea is that in the future life 
has been found inside the red planef s eye, and 
under interplanetary law the area is designated a 
free-for-all zone for scavengers, mercenaries and 
whoever else is interested in exploiting the 
region. You play one such mere, a maverick 
scientist who has come to the eye in his 
spaceship with an eye on making a fast buck, 
and, as an overall goal achieving control of the 
eye. 

The idea for Eye of the Storm comes from a 
whole variety things, ati-fi movies and the like. I 
particularly like the whole Star Trek idea of 
venturing into space and discovering new things. 
And I suppose it's also got something to do with 
my imagination when it comes to strange 
creatures and monsters. 

So far as the game itself is concerned, I 
wanted to create something that l could play, 
and would be able to come back to six months 
later. 

"The idea was to make something that was 
different every time you played it, and thafs why 
I wanted to steer right away from games like 
Elite which have a very linear game design. Eye 
of the Storm is more like a web of different ideas 
and elements which are all networked together, 




so you can play the game any way you like- 
There is combat, but you don't have to fight. 
There is trading, but you dont have to trade. I 
think games like Elite can get very boring and 
repetitive - buy something here, have a dogfight, 
sell it somewhere else ■ and that's just the sort of 
thing we've tried to avoid." 

Isn't designing a game with a more surreal 
structure a more torturous affair than the familiar 
method? "WeH, yes and no," says Kingsley 
surprisingly. "It's actually easier in some ways 
because it requires less work to make it 



different No, let me put that another way. 
Because it's networked., you don't have to 
consciously tie stuff together because the player 
can just go wherever he wants." 

The game itself is played, on the surface at 
least, in the traditional Efite-style, from the 
cockpit of your craft as you fly around Jupiter's 
gaseous atmosphere, fighting with other meres 
(who are there after the same ends as your 0M| 
running missions and, as an interesting touch, 
exploring and surveying as much of the area m 
possible, seeking out new life forms for cash 
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There's also a thing called a Songs-pinner, 
which 15 a giant rock that starts to rotate when 
you shoot it As you shoot it more and more 
inej it spins faster and faster until it starts to 
hum, making a noise- like whalesong. This sound 
attracts a whale, wtio comes along and gives 
you a message. There's plenty of aesthetic stuff 
too, ike al the plants have real life-cycles, and 
you can actually watch them swelling and 
ripening.' 



5/36 

While Eye of the Storm's gJfheplay is quite sur- 
real and "free-range" in essence, there are some 
more familiar,, linear elements, such as the 
missions that crop up from time to time. "You've 
got these people called patrons, who are kind of 
the interplanetary barons," explains Jason. 

"They're tremendously wealthy, and float 
around the eye in these giant dirigibles. There 
are eight patrons, each with different 
personalities, and each has eight missions to 
give you." The only problem is r because the 
patrons are so fabulously rich, they don't actually 



done and so the only reason they 
give you missions is so they can have a laugh 
watching you risk your neck. Serious players 
may not like to think themselves as throwaway 
entertainment for galactic fat cats, but the cash 
bounties on offer for the missions are so large 
if s often worth taking the risks involved. 

To increase their entertainment, the patrons 
are likely to set the player up with false missions 
- for example, you could get sent to a certain 
sector on the pretence of collecting something, 
only to find a flotilla of enemy ships waiting for 



*m*Hct?. criMi'.niH tmtHiAJNMEhT 43 






Ftth! Somr «■ 
blrarr* cruturn fourtd 
in th* fl***oui 
Btmosphtr* Of Mart- 



them. To survive such double-crossing tactics, 
players must be on their toes at all times. 

Talking of enemy ships, they come in the form 
of Hunters, high-speed fighters that for the most 
part roam around the eye looking for something 
to shoot at. Four hunters in particular, however, 
aren't to be taken so lightly. They're 
professionals, out in the pursuit of pretty much 
the same goals as you, but mercilessly ruthless 
in the way they achieve them. 

Because they're so nasty, there's a large cash 
bounty to be had for killing one, although the 
more sensible player will want to earn more over 
a long period by picking up small bonuses for 
individual dogfights. "One feature that I'm quite 
pleased with," says Jason. Is that you are able 
to see exactly what any of the four main hunters 
is doing using special remote cameras. You can 
select inset views that basically shows you what 
the selected hunter is seeing from his craft. 

It's useful for keeping tabs on them, particular- 
ly if you want to stay out of their way, and if you 
do get into a fight with one and he goes out of 
your sight, you can use the view to see what he's 
up to.* 

If all this sounds a bit hectic and bloody, 
players can choose a more sedate way of 
earning a few bob, as Jason explains. "Because 
the eye of Jupiter is an uncharted area, there is 



TRADE PRICE DAY TODAY! 

Dvsprte Jason's insistence that Eye of the Storm isn't lilt* Elite, 
there is, one wppct about which there can be no dispute - trading, 
tirt while If* there, J»wn* keen to point out that it's a far Cry 
from the "repetitive" "»rt that occurred In Elite. "You can trade 
with either the hunters <?r the patrons. Thef* are two ways of 
trading - you either huy something ff am one person, then sell it 
to someone els* at a profit or go looking fur stuff to salvage for 
free, and sell that-"' 

"There are five t¥P*s of rare rrtllW »l in the eye that most of 
the trading Is based around, and you can also trade alien artifacts 
and tisM'J The problem bj that the more expensive minerals are 
protected - one kind, for Instance, is protected by the Great Eye of 
Tenor, which paralyses anything! it *i?ts its gaze upon. If it looks at 
you. you're dead In space until it looks away. The same applies for 
any of the hunters that may tome looking. You can also go miner- 
al mining, by blasting avuay at rocks, some or whkh contain 
diamonds " 
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MM MM FASHINATINGI 

£ye of the Storm employs all sort* of clever cutting-edge technical tricks 
and techniques, the hottest of which is CVourad shading - the 
new buzzword among hip programming types. So what 
exactly is it. "Gourad shading is the next step on from light- 
source shading." Jason explains. "Basically what it does is 
smooth out the hard edges in polygon shapes using colours. 
Where you have two polygons meeting: along, a sharp edge, 
Goure* uses colour graduation to make the join less sharp. 

It's a very new technique, and combined with Bezier 
curved polygons, we've been dbl* to produce some very 
interesting shapes indeed. We're only using Gourad shading 
for the organic objects in the game though - all the mechani- 
cal objects like spaceships are supposed to have sharp edges 
after all." 

Mmnv f ashinating- 



all kinds of undiscovered wildlife about. You can 
earn money just by seeing new forms of life, 
because everything you do is recorded- If you 
find something for trie first time, you get a 
certain amount of money, but if you see 
something for the second time, or another 
hunter has seen it before you, you get less 
because it's already been discovered." The 
forms of life are many and varied, including 
sharks, jellyfish and dragonflies, and the type of 
lite you're likely to find changes as you move up 
and down through the different levels of the 
eye's gaseous atmosphere. 
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In order to preserve that "still playable in six 
months' quality that he's been searching for, he 
and programmer AJ Perrott (of StergJrder 2 
fame) have endeavoured to make the playing 
area as large as possible, in geographical 
terms, its somewhere between ten thousand and 
sixteen thousand miles square. In the game, that 
translates into, let's see... if you had the fastest 
ship in the game, travelling at top speed, it wouM 
take you around six to eight minutes to travel 
from your base in the centre of the eye to the 
very edge. In fact it's impossible to travel that far 
in one go, because you wouldn't have enough 
fuel. You'd either have to position special fuel 
pods along the way, or use one of the special 
teleport gates." 
While Jason has been working on the design of 
Eye of the Storm for over 18 months now (I've 
always wanted to do a 30 game\ he says) r cod- 
ing has only been in progress for the last ten. 
Currently he and AJ are trying to figure out what 
objects in the game will be indestructible. Once 
that's done, ifs down to a marathon session of 
bug-testing which, for the most part, will consist 
of sitting back and watching the game to make 
sure everything behaves exactly as it should. 
The release date for PC r ST and Amiga versions 
is set for September - watch out for the full ACE 
review around that time. 
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US GOLD hopes that Mega Twins will be the Rainbow 
Islands of 1991. ACE visits Manchester-based Tiertex 
to see how CapCom's cutesy coin-op is converting... 



The Eyes have it. Or, to be more precise, 
the Blue Dragon's Eyes have it. Magical 
powers, that is. An ancient legend in the 
Book of Illumination prophesies that should the 
people of Alurea ever be under threat, the Blue 
Dragon's Eyes will appear to save them. 

But you can't trust fables. One grey day, a 
monstrous Warlord invaded Alurea and put the 
King and Queen to the sword. It was only thanks 
to the courage of loyal courtiers that their twin 
baby sons escaped death. 

Fifteen years passed, and the twins grew 
hungry for revenge. Strapping on swords and 
putting their best platform-hopping feet forward, 
the two teen-warriors set out on a quest though 
six levels of arcade action to find the Eyes and 
save their Kingdom from evil's slavery... 

CAPCOM KINGS 

Tiertex are no strangers to CapCom 
conversions, being responsible for the recent UN 
Squadron and Mercs. This current project is 
being programmed by Andy, with Wayne on - 
graphics and John writing the music and sound 
FX. (For security reasons their surnames must 
remain Top S ecret!) Work started back in 
January using the PDS development system, but 
mid-way though the project Tiertex switched to 
the newer, more-powerful SMASM system. 

What is it that they like about Mega Twfns? It's 
got plenty of colourful sprites, fast action and if s 
great with two players. The wide range of varied 
levels keep you interested because you want to 
see what's next." Indeed. As well as the tradition- 
al cross-country monster bashing and platform 
jumping antics, the Mega Twins have to negotiate 
underwater caverns and even fly through nasty- 
infested aerospace at one point (thanks to a 
magical flying cap!). 

Although Mega Twins is Andy's first 16-bit 
arcade conversion (he previously wrote 
Defenders of the Earth on the Spectrum), it looks 
like the work of a seasoned pro. Many ST 
scrolling games have drab, repetitive backdrops 
because they're built from graphic blocks stored 
in memory in several pre-scrolled positions. This 
means memory is rapidly oaten up, restricting 
the number of different graphic blocks that can 
be stored. 

Mega Twins' backgrounds, on the other hand, 
scroll smoothly and are packed with variety and 
colour. Very impressive. How did was the effect 
achieved? Andy doesn't want to give too much 
away, but states, The scrolling in Mega Twins 
uses no prestation but takes up a lot of screen 
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COIN-OP COMPARISON 

These «r**nshots are front the original coin- 
<ip. Apart from the obwleu* - and unavoidable 
. decrease in mlwr, Tiertex has don* a 
marvel k> us join of porting the detailed 
graphic? across to the Amiga and Atari ST. 
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NO COMMODORE COP OUTS 



Good at th* ST version It loofcktg, Amiga t#*$* Twtm prornlfVS to b* even better! The Amiga's b litter 
ind hardware s-trollirvg capabilities- will be fully used far a faster game, and the Amiga's wider 
palette will also be implemented to give subtler colouring to the graphics, Memory permitting, cer- 
tain background features ■ like the giant waterfall - will be animated. 

Tiertaic toyed vfHtl th* idea of including the arcade machine's parallax, but eventually dttdcfod against 
It- The reasons are simple: paraUaa: would mean utirtg the- Amiga's 'dual-pkayftold mode", which: only 
allows backgrounds in B colours. Tiertex felt the decrease in colour would spoil the look of the game. 




memory. It the most difficult bit of the game to 
write, if & a massive piece of very complex code, 
and took me a month* and a half to develop." 

SCREEN TO SCREEN 

So how do you go about porting a complex coin- 
op like Mega Twins across to the home 
machines. Did CapCom help much? "As develop 
en," says Tiertex's spokeswoman, Rachel 
Farrow, 'We don't really have that much contact 
wtm Urn Its usually US Gold who deal with 
them. At first, we were given a video of the 
game being played through, but later we were 
suppled with the actual arcade ROM board, so 
we coutd get the feel of trie game correct as 
well as the graphics," 
The arcade machine's graphics were digitised 
straight (rum me screen, then ported across to 
an Amiga running OPajnt 3 for re-mapping in 16 
colours and general touching up. The 
backgrounds are split up and stored as 480 16 
x 16 pixel blocks. Although the sprites and the 
backgrounds use the same 16 colours, raster 
splitting will be used to generate a different 
colour palette tor the score panels. 

THE FUTURE? 

Mega Twins is well on schedule for its August 
completion date, and should hit the shelves in 
September But as arcade machines get more 
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and more complex and become more like funfair 
rides than games, what do Trertex think is the 
future for coirKip conversions? Rachel's answer 
is unsurprising, "We think the future's very good, 
though with some arcade machines it's only pos- 
sible to get a gist of what the original is like 
because of hardware limitations." 
Fortunately Mega Twins is the sort of game 



that doesn't wow 'em in the arcades but converts 
well to the home machines. And Tiertex is very 
happy with their work so far; "Mega Twins is very 
faithful to the arcade original, incorporating near- 
ly all of the graphics and payability." But a 
Rafnoow Islands for our times? We shall see, 
readers, we shall see... 

• David Unchurch 
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HIGH FIDELITY 

ACE's reviews, you should find, differ from those in other 
magazines. And frankly we're pleased. It's not an 
intentionally contrary stance, but we do rather pride 
ourselves in spotting those niggling little flaws which make 
games less enjoyable for you. While other titles may well be 
happy to promise later levels full of excitement, we'll only 
tell you what we've seen for ourselves. Hopefully, the result 
is an altogether more coherent, reliable and believable read. 
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The PIC - Predicted Interest 
Curve 

- is the most sophisticated 
reviewing tool around. 

The curve is divided into sin 
sections, indicating the player's 
adrenalin level after one minute, 
one hour, one day, pne week, one 
month, and one year. And this 
can tell you a lot mote about a 
game than just the interest 
levels.., 

The minute, hour, and day 
ratings can tell you a lot too. If 
there's a dip here, followed by a 
rise, you've got a game that may 
take a bit of getting into. 
Alternatively, the graphics may 
put you off for a while until the 
gameplay starts to grip. Check 
out the PIC comment for more 
details. 



We won't rate a game unless it 
represents what you'll find on the 
shelves. If a game's not finished, we 
won't rate it. Instead we give it an 
ACE P replay verdict panel that tells 
you how we think it's shaping up. In 
most cases, a full review of the 
finished game will follow in a later 
issue i 
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ACE only award* this em to 
games of outstanding 
quality. A 900+ game Is a 
classic title, recommended 
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Originality counts for a lot 
these days, and any gamr* 
that have rt deserve a special 
mention. This ACE award is 
reserved specifically for these 
rare fames. 



ACE 




One of the first things to grab 
you in a gam* is its graphk*- 
Gdmi-i that redefine the state- 
of-the-art get this seal of 
approval from ACE. 



Sound is the 'forgotten' 
aspect of games - but can 
make or break them. ACE 
only awards this one to 
brilliant use at audio in a 
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Computer and Console pages 52-1$ 
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56 CASTLES Electronic Arts 
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77 HATRIS Game Soy 
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Just in time to catch the 
combat-sim-without-the- 
sim wave before it 
becomes a cliche, CORE 
DESIGN proudly present 
their whirlybird actioner 





They're sick of boring flight sims, are Core. 
And they feel that the buying public are the 
same. So ThunderhawHs mission is to fly 
straight into the metaphorical, if you will, 'hill 
zone' of gameplay without all that pre-flight 
nonsense that everyone finds such a drag. And 
while it's wrong to assume that there's some 
worldwide backlash against detail, it's true that 
the statistic brigade have already been more 
than admirably catered for. And so, while 
Microprose ef aJ deal out the heavyweight sims, 
Core are endeavouring to pull that lucrative pool 
of arcade fans into the genre more gently. Well, 
that's the plan. 

And it appears to have worked extremely well. 
There is, of course., a great difference between 
depth and unnecessary complexity. Stripped of 
virtually all irritating drawbacks Thundemawto 
scores action-packed hits m all areas. For a 
start, everything is controlled through the mouse. 
Everything from weapons selection through 
helicopter control to target tracking. Only when 
flicking through the esttemakamera views of the 
action need the player's fingers ever encounter 
the keyboard, 

Far from being a nightmare memory-test of 
clicks and non-clicks, the system holds up 
extremely well, making it tricky for all but the 
most dismal pilot to perform all those hilarious 
flying into the ground stunts when they were sim- 
ply trying to select their next target. 

The game is broken down into a series of cam- 
paigns, each featuring the hybrid chopper 
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player can be crnnf IdnitE that no ground -re I Bled will com 

tc hkn. 
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Ing dertdecftv real, tbe rK m^r be boasted further. 
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azure blirt »<*an li a worthwhile visual treat, 
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YOU'RE IN CONTROL! 

punching hnnrp the kills and hugging the terrain like pros thanks 



t ilaptntHng, on $peep|} 



■ Thunderha 

to the no-ntinMn** control method. 

• Mouse left/right - Bank left'right 

• Mouse forward - Tilt nose down (4ltd_MlllAMM 

• Mou» bad - Tile nflir up |and rc^rj'.^t do pending on Speed) 

• Right button and forward/bach ■ ln<rvase/decre»a engine torque 

• Right button and left'right - rotate with tail rat or (if hovering) 

• Right button elicit - Cycle through w*jnpt?rr T 

• Left button dick - Fire weapon 
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tomplota wrth. flicker an the 
fal#cit-and-w^rtt f Hm image*. 



gunship in a pivotal role, working at the enemy 
defences allowing ground troops to do their 
work. In the first campaign, for example, a 
defecting Soviet physicist must be assured safe 
passage from deep behind enemy lines. The 
campaigns are further sectionalised into 
objectives. In the safety of his headquarters, the 
mysterious allied controller Jack will talk you 
through your next mission, highlighting key 
targets wt>ich should be destroyed to ensure 
success. 

Before taking to the skies, the pilot ol the 
chopper must select ttie most appropriate 
arsenal for the mission. An automatic default will 
select a decent selections of usable tools for the 

job, :xjI. :.e 11 :;:ci j ide'" liy:>:y v - * ;-ir s':.:* i.p on 
flashier kit to suit their personal preferences. 
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Essentially, the player is continually presented 
with a list ol targets to destroy, some 
information on the defences in the area and the 
benefits of a successful mission. Depending on 
whether you're feeling like a top-dog killing 
machine or simply want to get the job over and 
done with, you can elect to try and clean the 
entire combat zone or hit onfy your specified tar- 
gets before escaping. The rule of thumb is that 
by working a bit harder on each mission, destroy- 
ing as many ground troops and defences as pos- 
sible, your forces will be in for an easier time on 
the next mission- 
Even in the most ferocious fire-fights, the 
handling of the helicopter works intuitively. Some 




(Above] Realistic object* ihlft with impreswiv* fpood, *™* 
r*fr*ihlngly Ifttl* fan, CO#* claim th*lr routbrttt ar» th* 
f*it*»1 wound, and w* And «n*l«« in nn position tc mtq 



I Right^ Iht ■Koei'MlkMd mtro namei th* plaryar ji the rouqt*- 
*»t most loogheit i.O.D, *"ho •vary flew a whirl jtsird 



serious thought has gone into the control 
method, making it probably one of the friendliest 
and most flexible user interfaces around. (See 
the 'You're In Control!' panel) 

That the game packs more combat into five 
minutes than many manage to muster up in half 
an hour while still maintaining a degree of realism 
and purpose can only be a testament to Core's 
design ability. 

The sectionalisation of the game works particu- 
larly well; providing short, punchy game 
sequences, and since flying through dead air 
space is kept to an absolute minimum (having 
completed your main objective, turning tail and 
heading for home will trigger an automatic back- 
to-base situation) Thunderhawk plays like a set of 
good short stories. Not so much a Tom Clancy, 
more an Action Man novella. 

Presentation and ergonomics are i wcoHont 
throughout, and all the words about 



<Abov*l Tht- introduction 
ttqucntt t»ll» th» filnMiOH 
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found ttM right man l<» 
tha jab. A mm lough 
tnaugh to fly VpIo flflbiuart 
into (h* world's Fla>h|Halnl 
troublespG'TJ- ■* mm who 
would not flirrih in the 
fKt Q.r > hundred irtiominf 
Mamrbcki. A min ^ >" h 



VIEW TO A KILL, 

Aside frum external helicopter v\* 
view your chopper from a fixed ****** 



thought ' 

being put into how the game is plays d, working 
from the user back, putting the fun t ack into* 
flight games which sounded so hear it-all-before a 
couple of months ago have been pr< ved to be 
justified. ' ' 



• Jim Dflugjas 



any elevation:) and the room tn/out tl e|liytr 
'can opt to view the action from eRge an In- 
weapon camera or from the >p,c+,V- o* the 
currently selected targvt- 
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Utttroytng targrl* inappropriate *»>p™» cart b* tlring*- 
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# spl Dii mc charg* 0*» a residential fiau» or by taking on a tank 
with * m»chinr gun. Wings of frW Apachi * tuf * 
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C sties takes several existing gameptay 
enres and combines them with a healthy 
dollop of historical authenticity to provide a game 
packed with punch, promise, and pitfalls in 
roughly equal portions. The punch and the 
promise give the game a very high initial impact - 
leacing you to believe that it is every bit as good 
as other magazines have cracked it up to be. 

After about five hours play, however, distinct 
reservations emerge, and after ten to fifteen 
hours you're as acutely aware of the program's 
deficiencies as you are of its good points. Lef s 
not be too harsh here: Castfes IS a very nice 
original package and a serious contender for 
your cash, but the hype has rather overlooked 
the weaknesses. Here's the run-down, so you can 
make up your mind for yourself. 

There are three game scenarios, involving the 
construction of one, three, or eight castles as 
part of your efforts to subdue the Welsh 
chieftains. Using reference material provided 
(and your own imagination} you design your own 
castle and then hire labour to build it, along with 
military (soldiers and archers) to defend it. 

Your castle consists of walls connected by tow- 
ers (square or round) and broken by gateways. 
There are seven classes of labourer and the bulk 
of the gameplay consists of optimising your 
labour mix and its application to each element of 
your site. This is a complex business if you want 
to do it well, because {a) the requirements of, 
say, a wall will vary during construction (more 
diggers required during the early stages, for 
example) and lb) the game does not tell you how 






First dHj$KI yeurcasttav pl*elnfl corwtructiort *dnm«t» onto* 
map- lakm care It* **l«t iulUil* ttTOln - for SMmpI*. 

put a IH4W 1 f > WBr am top *f » maraJhl M ytfu tnaka a mlstak* 
Yqu can ih til* tr*** tool lo re^i-o^e •laments Ibu* *sn'l 
wlitt rimi building anyttarwj you r* iWt 1Q&** iur» *f|. 



many of each labour class are assigned to an 
element. 

During construction, your site will come under 
attack. You are warned of an attack either imme- 
diately the enemy is sighted or sometimes by a 
messenger screen reporting movements of 
enemy forces. Although some attempt is made 
to generate excitement through reports of major 
offensives, in practise the opposition starts weak 
and climbs a steady curve, pitching its strongest 
force at you at the end. For this reason, and 
since there is minimal strategy involved, 
defeating the opposition is a lot easier than it 
ought to be. 

THORNY DILEMMAS 

There's also a Drctetor-style side to the game. 



Your uitli ii now In th* **rly f tftfl+f ot cmstrLrttkefl- Hlffcf 
now, w*'u« g*rt fiami working on th* north wtM. Tow«r»taa» 
longest to bukld and should fe* t*£kl«d first, » th*t ttwy cm 
glV« support to tft* W»lii alminaid*, W*H* may collapM M *dj*- 
■ not till *i»ough to iupOO*t tham. 



which complicates what would otherwise be a 
pretty simple challenge. First, you must balance 
your finances, which are based on taxation, and 
avoid bankruptcy. The latter can lose you the 
ti-irr e l.at least in the single; castle scenario), 
since your soldiers desert and the enemy can 
then, in the early stages, completely destroy 
your site. 

As well as manipulating public opinion via 
taxes, you must also respond in a multiple choice 
manner to dilemmas presented to you by 
messengers- These dilemmas demand that you 
take action or pass judgement in disputes involv- 
ing either the nobles or the Church. The choices 
tend to fall into the same pattern: either you 
please noone with a compromise or you please 
one of the two parties and anger the other. Stick 
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to the fatter snd you can't go far wrong. 
Alttiis is presented using straightforward text 
information screens, usually with some static 
illustration, or by one of two views of your site - 
see the screenshots for details - snowing your 
workers scurrying ant-like about their business. 

COUNTING THE NIGGLES 

All tr»$ makes for very absorbing garneplay - for 
a while. So what goes wrong? First the 
documentation is very poor to the point where 
parts of the game are almost unplayable without 
some unsupported lateral thinking. For example, 
you can actually rcci r ect labour crews on 
existing site etements using the DESIGN option, 
which gives you an overhead view of the site. 
This is necessary because, using the isometric 
view, it is sometimes impossible - or at least 
extremely difficult - to click on areas obscured by 
others that stand in front of them. The program 
provides a flip viewpoint function to facilitate this 
but rt doesn't always help. 
The oocumentabon also fails to support the 
interesting aspects of castle construction as 
implemented in the program. For example, the 
cote is obviously allocating different labour 
classes to different elements at different times, 
but neither the program nor the documentation 
updates you on this score. More on-screen infor- 
mation about whaf s going on would have made 
a big difference. 

h later stages of castle building, you have no 
way ol telling the difference between an almost- 
finished section on which work has stopped for 
some reason and a finished one, other than by 
clicking on rt with the mouse for a labour report. 
It wolM be race, particularly when you've just 
restored a SAVEd game, to have all the elements 
reported on in either a different screen format 
(e.g. a Master Mason's report) or, even better, 
onscreen with arrows and boxes reporting on 
each element. 

There are numerous other niggles, ranging 
from the lact that even the Treasury cant give 
you i total expense sum for your current 
commitment (you have I.e.: ude it up yourself), 




[Main Pk Lett) Yayr W*'V* MWly flltiflttd 
tMl Ceetk, AttNi Mage, you can enpecl * 
large attack by the natives before recahydng 
j final corsgr alulatary * ( r*fn. which HMII- 
is your reign and reports, on your standing 
with the various social faction* . 

[MM* hlfiw) Help! Were under attack 
Your labour teams havi evacuated Ina tit* 
and the program give* you • <h*rrt» te 
place mMltary UAH* In poiltion before the 
enemr flrri im Once the opposition is in 
range-, your ■ reentry unhtx will mova 
towards, them and fight, while yau direct 
individual units towards Individ***! target*. 
A c chart remain nft*ri the* wirt 
pemtroned, h? careful placing ii essential to 
mop up any survivors after the Infantry 
assault- If the enemy breaks through, they 
will attempt to destroy your casHe and - it 
you're In the a arty itegej of building - tfwy 
may well Mnd you right back to stage on*. 



through a failure to indicate 
which current site element is 
selected (useful when you have 
two wall sections side by side 
in an identical state of 
construction), to the program's 
annoying habit of interrupting 
you at any time ■ even in mid-adjustment of 
labour values, for example - with another 
messenger or announcement. 

These problems - and others like them - are 
particularly frustrating because there's not 
technical reason why they couldn't have been 
SQlved before release. Take the interruption 
problem above, for example: far better would 
have been a flashing trumpet or scout icon on 
the screen, which you could click on as soon as 
you'd finished your current task, invoking the 
messenger screen - or suffer the consequences 
of ignoring it. A similar design failure means you 
have to be careful to pause the game whenever 
you leave the terminal, even for short period s. If 
you forget, messages (which do not wait for an 
ENTER key to scroll off screen) will have come 
and gone, leaving you with a screen of multiple 
choice options and no idea what's going on. 

When you finish a game, you get a very brief 
analysis of your career • far too brief, in fact. It 
would be nice to have had some form of 
performance analysis on your labour allocations, 
for example. As it is, you feel a bit let-down after 
spending so long constructing, conciliating, and 
kicking ass. 

On the positive side, Castles is genuinely differ 
ent. You get a feeling of authenticity and a task 
that constantly requires attention, spiced with 
numerous little added dilemmas. On the minus 
side, anyone with a decent brain is going to find 
the one and three castle campaigns rather easy 
(the eight castle campaign is as much one of 
added patience as it is one of added skill), In the 
end, the absorbing gameplay is slowly eroded by 
niggling shortcomings and the frustrating feeling 
that just a few extra ounces of game design 
would have resulted in a real heavyweight title. 

+ Steve Goalie 
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The DESIGN screen shows you an ov*/*Tl**d view 
of the «|f a and Cef) aleo b* L»*d later m the 
jMH b* direct labour teams without having to 
scroll around using the large seals itomelrk 




Every so often you'H be , wl*it*d" be a 
messenger. The ncm ieither good or bad] Is 
then followed by a multiple choice response 
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Snooker loopy nuts are 
we... and it's all thanks 
to VIRGIN and Archer 
Maclean. 

And it r s hardly surprising, given the quality of 
the latest game from veteran programmer 
Archer Maclean, From the violent excesses of 
the brilliant Dropzone, International Karate and its 
even harder sequel JK+ to the hushed 
atmosphere of the matchroom and the famous 
green baize? Hardly a predictable move, but the 
end result is, nevertheless r a winner - and 
Archer's most remarkable game to date. 

Cue games have of course been around as 
long as people have been able to program p'lt/t 
a tew coloured shapes, bung in a few angledf- 
def lection algorithms and away you go. Even the 
idea of taking the genre into the third dimension 
is nothing new, thanks to Nick Polling's 3D Pool 
of two years ago. One vital feature that's been 
missing from all these past efforts, however, is 
any element of realism. No game has ever 
recreated what its really like to play Snooker. 
Until now. 



Jimmy White's Whirlwind Snooker uses an 
approach similar to the aforementioned 3D Poof- 
the idea is that you view the game on screen 
from the same angle that you would view the real 
thing, so shots are really lined up from behind 
the cue hall rather than floating over a plan-view 
table like you're having some kind of out-of-the- 
body experience. The table can be rotated 
through various axes and viewed from adjustable 
proximity, so you can see whafs going on from 
virtually every angle conceivable • the 
computerised equivalent of walking around the 
table and leaning in to get a better idea of angles 
and distances before playing a shot. 

More than anything, the trick with Snooker 
games has always been simulating ball 
movement accurately, so that the game plays as 
it should, without balls careening off at inexplica- 
ble angles or suddenly running out of momentum 
for no apparent reason. In JWWS everything is 
spot on, and those who play the real thing 
regularly will be most impressed, as they see 
that they make the same mistakes on screen as 
they do on a real table. As in the real game, ama- 
teur players are likely to get mighty miffed until 
they learn how thick or thin to hit a ball in order 
for it go at the right angle, but once you've 
picked up the nack mere's nothing quite as satis- 
fying (and tense) as break-building. 
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might IrwrtHf yrju nwd to jwtrvi the cue bal I aver a short distance (tn pa around a hall bttwifn you and your target for 
ItntHHi-), you need a Hiuiy she*, for AM-Mtetir buffs, this is where the cue Is rolled alrtKrrt vertically and Hk elm ball li 
struck itmiCMt* aftfll*- In JWWS. Ihc view of such a xhal It wwlKl accurately, so the hintier you "tilt this table". It* mere 
WWW Wil b* applied. Warning thii *hoi ,t stri t ,ily for the pros. 
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l^tffrt Mail rtcturaj A I ui ,,1 thought has oone Into JWWS s icon control - the control panel can »v«n bn viewed in two different ways to that ht 
nrV * r ■*■> I" ™* Wty Of the action. Spin, screw, i»K¥» and powaf ar* all Just * rmut d I dr. away, and before long you f kWf yOUTHlT setting up 
■Tub inrtinrrJualy. without ivin furring to think about It Full marts for implementation hare, as the leu Mm* you have to spend fiddling with 
tmufaltsarvM Kpto-, the more grey matter y©v ten devote la the shot in hand. 




That everyone in the Ml office ruu been fighting to play «naabar 
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1M»i*I y«rl*ux plan dews are available., giving a mora cam- 
ptH* virhv of the tible. It's inadvisable to play shots from 
harl ntlneaiujlts an difficult to iwsg*. but It's Often handy 
tar mine, for trample hciw Pa r a large! ball is away from a 
pfrtkst end (heritor* what kind of shot i* required. 



tM*5w'l Ymi should **tari remember to chalk yetur <u# before 
purine a shot. 11 only takes a mouse elicit but Ilka the real 
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While a two-player game is obviously the most 
fun, a variety of computer opponents are provid- 
ed for solo people to play. They are Tom (easy), 
Dick (good), Harry (harder) and Jimmy (White, the 
champion). As you progress h you can hone your 
game, incorporating more sophisticated tactics 
like positional play (you're lost at serious level 
without it). Swerve, stun, screw and every type 
ol spin imaginable are all possible, and vital for 
such dirty tricks as snookering your opponent. 

The end result of such a comprehensive and 
realistic approach to recreating snooker is 
without doubt the most authentic and playable 
sports simulation ever seen on a home 
computer. It looks the same, plays the same and 
if s virtually impossible to find something you can 
do on a real" table that you can't do here (short of 
tearing the cloth). The only omission would seem 
to be the absense of rest shots ■ no matter how 
awkwardly a shot is positioned, if s always reach 
able with a standard cue, That minor niggle 
aside, Jrmmy White's Whirlwind Snooker is the 
ultimate sports simulation to date - and unless 
some bright spark devises a way to beam a holo- 
graphic image of a snooker table from the ST 
into your front room, it's going to stay that while 
for quite some time. 

• Gary Whittn 
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CENTURION 

DEFENDER OF ROME 



Friends! Romans! 
Megadrive owners! 
Lend ELECTRONIC ARTS 
your ears... 



Looking bach through the annals of world his- 
tory, it's not difficult to find that, in their hey- 
day, the Romans really knew how to put 
themselves about a bit. In their time the boot 
boys in leather skirts stoved in more than a few 
heads and stamped their authority throughout 
Europe. Electronic Arts' simulation of those 
great and gory days first appeared on the PC 
late last year, with an Amiga version following 
shortly after - now Megadrive owners, so far 
stuck with a diet of shoot-'em-ups and platform 
games, are in on the act. 

Centurion is ever-so-slightly similar in its basic 
approach to strategy to that crusty Cinemaware 
classic Defender of the Crown - which, upon fur- 
ther investigation, is hardly surprising as the 
author of both games is one and the same, 
Kellyn Beck 

You're cast as an aspiring young Centurion, 
with a duty to defend his homeland and at the 
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TH* Writ Roman Army faces off «a»<nit an angry barbarian 
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same time spread the Roman empire as lar 
afield as possible by capturing foreign provinces- 
Things kick off in Rome (you know, that place all 
roads lead to), with a single legion of soldiers 
under your command and a city full of already 
disgruntled citizens to deal with. 

The fact is, getting your gloved mitts on other 
provinces ain't easy. The people that live around 
Italy may not be as technologically advanced as 
you, but they don't take kindly tolhe Romans 
marching into their territory and assuming 
control. To win a province over, you've either got 



Ch^r itil Raring is a good w«y m mjitn 1.i<t butfc providing 
you've got thCfklll to g*t across the finish I In* Nrrt. It i pool- 
bl« lo bribe your oppflrtentf ts -gl"* If™ ■ barttar chance, but 
don't be t** *ur« of yourself . 



to schmooze them into a friendly alliance or, if 
they're not going to listen to reason or you just 
feel belligerent, blitz them on the battlefield and 
seize the reigns of power. 

Friendly alliances are relatively easy to 
organise ■ providing the other party is willing to 
listen. Problem is, most of the time the/re not- 
so violence is often the only alternative. When the 
two armies face off, a variety of classic Roman 
battle strategies are available to you and making 
the right choice, based on the size and 
characteristics of the opposing forces, is vital. 




This time it's really really personal - courtesy of those 
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Aaaiieee! Aliens are over-running the Eartht 
Not the nice sort of aliens either, not like 
the ones with the spindly arms at the end of 
Cfose Encounters. No, these ones are really hor- 
rible, with big, slavering mouths full of razor- 
sharp teeth, leathery scales and big claws. And 
they're not here to be our mates either. Instead 
they're spending their time rounding up innocent 
humans, eating their houses and generally taking 
over the planet. 

Between them and planetary denomination 
stand three awesome shadowy figures, The 
ultimate warriors. The Earth's last line of 
defence. Or something. 

Their names are Gordon (super-butch male), 
Karla (weltendowed flamethrower woman) and 
Scooter (C-3P0 lookalike with an electric 
bul-whip). Together they must complete eight 



missions, blasting the alien filth back to the 
galactic hellhole they crawled out of. And a good 
thing too! 

Alien Storm, converted from the Sega coin-op, 
is a one or two player kicking-in extravaganza 
that's best described as GoWen Axe with guns 
and extra bits. The hero{es) stroll along from left 
to right and as they go are accosted by all 
manner of alien hordes. Combat is simple 
enough - just hammer away at the fire button to 
deal out whatever death you're equipped with 
until the alien shrivels up and dies. The trick is 
doing it without letting said aliens get close 
enough to use their own particular special talents 
against you. Each type of alien has its preferred 
method of attack, ranging from mindless bashing 
to jumping on top of you and sucking your face. 

When you've battled through to the end of a 
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If you emerge from the melee victorious, the 
province is yours to command - but you'll have to 
work hard to keep it that way, fighting more 
battles to quell resistance forces and organising 
games to keep the populace happy. You'd be 
well advised not to squeeze them too hard for 
taxes, or you'll find yourself with a rebel uprising 
right on your doorstep. 

As the game progresses, so does your rank 
and level of power. More men come under your 
command and you have access to ships to 
spread your empire still further. You may even 



get a shot at seducing Cleopatra and becoming 
Emperor of Rome. Hot stuff. 

Strategy fans looking for something 
challenging but not too Tetel-heady will lap this 
up ■ it's an especially attractive proposition for 
Megadrive owners, who until now have only been 
using their brains to send electrical impulses to 
their joypad fingers. All said and done, it's a nice 
introduction to strategy, and hopefully not the 
last game of this type we see on the "Drive. 

• Gary Whrtta 
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street, corridor or whatever there's some 
human rescuing to be done. Enter a rather inter- 
esting (and very fast paced) Beast Busters style 
subsection played in first-person perspective as 
you torch everything in sight through your 
wapon's roving crosshairs. In addition to the 
aliens swarming about and leaping at you, there 
are Iferestoring medipacks to blast (a neat fea- 
ture is the game of ping-pong that often 
develops in two-player mode as you and your 
mate battle it out for the bonuses - the prize 
goes to the last person to shoot the icon as it 
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Release details 



falls down the screen) and you can also blow the 
hall out of the background, just for a laugh. What 
seems strange, however, is that the human 
hostages that run across the screen to safely 
can't be shot. It might have been better to leave 
them vulnerable, a la Operation Thunderbolt, so 
the player must be careful where he shoots. 

Anyway, once that's all over with, there's anoth- 
er short sub-section where the players run at high 
speed across the landscape, shooting everything 
in their way, and then if s bach to the familiar 
action on the next, tougher mission. And thaf s 
about your lot. The ubiquitous end-of-ievel nasties 
are out in force, and the designers have done 
their best to make them as bizarre and as 
gruesome as possible - although smce the game 
has such a camp air about it (innocent dustbins 
and oil drums come alive as mutant snails and 
attack you), it's difficult to take any of it seriously. 



Perhaps thaf s why if s much more fun in two- 
player mode, because you can have a laugh with 
your partner while you blow away all and sundry, 
particularly in the gunsight section. 

What disappoints most is that the heroes' 
weapons really aren't that good and, while some 
of the action set-pieces and smart bombs are 
quite impressive, the guns themselves are a bit 
pathetic and don't have the kind of awesome 
wasting power that would have given this game 
some real fun. Marks for effort - and fans of the 
coin-op and Go Wen Axe will be happy enough - 
but at the end of the day, I'm afraid, this one 
misses its target. 

• Clary Whrtta 

HhbIw to StttkttHH CoiH0l«ft (081 SfiS 1 9412| fur the .&a n oF 
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h, you can't beat a good whodunn it, Come 
le weekend, what could be better than 
grabbing a fewtinnies and crashing down m 
front of the box with Lieutenant Columbo 
("There's just one thing I don't understarip^j^L. 
Inspector Morse {"Shut up, Lewis") or, that old 
stalwart. Chief Inspector Wexford fit mi a 
croSyme of paar-shunnf). As far as games are 
concerned, however, the detective genre has 
never really become much more than just a quiet 
backwater, with only the occasional offering (nor- 
mally, for some reason, from across the 
channel) popping up from time to time. 

Things are looking up f however, with 
Delphines Crurse For A Corpse looking set to 
revitalise the genre when it surfaces later this 
summer, and in the meantime we've got another 
continental effort to keep budding Spenders on 
their toes. Mauprti island is set on an isolated 
tropical Caribbean paradise where you, vacation- 
ing detective Jerome Lange, have been stranded 
by a malevolent cyclone. During your stay on the 
island a young girl, Marie, is kidnapped and you 
agree to head up an investigation to find her. 
Pretty shaky stuff of course, but no worse than 
your average TV 'tec set-up. 




Is LANKHOR's 



gallic whodunnit 
worth f urther 
investigation? 



Hercule ACE 



finds out... 



In typical French style, all your detection work 
is done in what is supposedly the most 
convenient way possible, so no matter how com- 
plex the plot gets, all you ever have to do is 
make a couple of mouse clicks to do whatever 
you want. Everything is menu and graphic- 
controlled - you're presented with a first-person 
view of your surroundings, with the menus 
comprising the various actions (take, talk, ask, 
push, etc) at the top of the screen. You pick up 
clues by looking for interesting objects (most 
locations have them, you just have to look very 
carefully), and questioning the right people. 
Nobody on Maupiti wants to talk much, but what 
they do say, when collated, can often create new 
leads and suspicions, You can follow suspects 
around the island, listen in on conversations and 
even beat people up to get answers out of them. 

Despite the fact that Mauprfj is no small game 
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(there are plenty of characters and locations), it 
somehow gives the impression of being very lim- 
ited, and somehow claustrophobic. While much 
is made of the complex plot, the majority of play 
ers are likely to get fed up before they get far 
enough for a discovery to spur them on, and 
only the most determined are going to persist 
There's plenty of potential in ttie whodunnit genre 
as old classics like Murder On The Mississippi 
and vera Cruz have shown over the years. This, 
however, doesn't go anywhere near realising it If | 
you're really itching for a 'teccy game, 
something tells me you'd do much better ta wait 
for Crurse For A Corpse. So do that instead. 
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ley, man, Hrt the wNte room, Futuresports 
lare back in style. Core Design's Retro and 
EA's CyberFight are both being revved up for 
release soon, and rumours abound concerning 
the signing of the official Rolierbail licence. While 
we wait for these to turn up however, we at least 
have Sliders to keep us going - although if this is 
an accurate representation of how the future is 
going to turn out, we might as well turn it in now. 

SJiders is played over a series of 12 4-way 
scrolling isometric chequered playfields. Each 
player takes control of a free-floating sphere that 
slides around the landscape after a little puck, 
which also slides around the object. The idea is 
to score goals by getting the puck to pass over 
the opponent's score zone, which also acts as 
the starting point for each player. Mow, each 
sphere comes equipped with a little compass 
thing that always points in the direction of the 
puck to help you find it, and once if s found you 
can use magnetic power to attract the puck and 
fix it onto your sphere. When locked on you can 
then fire trie puck in any direction you choose, 
hopefully sending it sliding over the score zone. 

Extra gameplay elements are provided by land- 
scape features that crop up as you make your 



way through the playfields - there are magnetic 
arrows which force you in various directions, 
steep hills, narrow catwalks and a variety of 
different surfaces that slow you down, speed you 
up and send you bouncing around. And thar/s 
about your lot, really. Thankfully, the game's 
front end is very user-friendly, allowing you to 
change |ust about every game parameter (speed 
of the spheres, inertia, friction, shot power etaf] 
- a vital addition, as the game is frustrating to the 
point of wanting to put your foot through the 
monitor screen with the default settings. 

The crying shame about Sliders is that, 
because if s basically a good idea, it had tremen- 
dous potential to be playable - and that makes it 
all the more frustrating, There's nothing more 
annoying than playing a game that's oh-so-nearly 
excellent but has been wasted by sloppy 
execution. There are brief moments, particularly 
in the split-screen two-player mode, when the 
game really is fun, but the whole thing is lost 
because of a few frustrating elements. For a 
start if s incredibly difficult to score a goal, 
because half the time you have to guess where 
the goal is, and when it's on screen ifs even 
more difficult to actually get the puck to touch 



Is PALACE'S latest slippery when wet or just wet? 



the score i one. The only way to make scoring 
easier is to turn the Throw Power right down so 
you can get close, then just trundle it over, but 
this slows down the rest of the game because 
you then can't throw the puck at a reasonable 
distance across the field. Surely a more sensible 
alternative would have been to relate the shot 
power to how long the fire button is depressed? 

Another frustrating flaw is the over-use of land- 
scape features, particularly the slow-down tiles 
and magnetic arrows. All the do is interfere with 
the game itself, and thus they detract from the 
overall effect rather than adding to it. Remember 
guys, sometimes less is more. At the end of the 
day it's a funny old game, and Sliders is a game 
that could have been excellent but instead isn't. 
And that's the biggest shame of all, really. 

• GaryWhltta 
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Coin-op cabinets with guns mounted on them 
aren't a new concept. They go back to the 
1um of the last century, when our arcade-going 
ancestors piled ttieir money into 'shooting 
arcade cabinets and blasted at moving targets 
with guns that shot ball bearings. Nowadays the 
guns 'shoot" light and the targets are presented 
on a video screen, but basically the concept is 
the same. 

rt was Taito who really revitalised the guns-oo 
machines craze a few years ago, when their Uzt- 
mounted cabinet Operation Wolf took the arcade 
wortd by storm. By the time the sequel 
Operation Thunderbolt arrived f every coin-op 
manufacturer in existence had leaped onto the 
bandwagon, and now arcades are packed with 
machines sporting one, two and even three 
(count 'em) guns! 

One such game is Beast f?usters h more memo- 
rable than most because instead of blasting mili- 
tary tsgets, the players must destroy an army of 
brown-trouseringly horrific zombies, who are 
whoopin' it up around a shopping centre in true 
Day of the Dead fashion. All manner of horrors 
are in there, from zombie dogs to shocking zom 
bie shoppers, and there are big zombie 
guardians lurking at the end of every zombie 
level. So it's blast blast and damn and blast to 
keep your energy from being sucked up by the 
zombie scum. 

ActMsion's Amiga conversion certainly man- 
ages to capture the looks and action of trie origi- 
ns machine. Its got virtually all the levels and 
the simultaneous two-player action, but Hound it 
J rather dull. 

Tne main problem is that when it comes down 
to it, playing with a mouse is awkward. In the 
arcades, having a black placcy Uzi chattering 
away by your cheek as you blow the beanies out 
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of the baddies is quite fun. Rolling your mouse 
around the table, pointing the rather jittery sight 
at targets and pummelling the mouse button just 
doesn't feel the same. 

Making things worse is that there's no inertia 
on the cursor, so you have to be very accurate 
with your mouse movement, stopping and start- 
ing as you whizz it around the screen, rather 
than moving smoothly. To be honest, you'd be 
doing virtually the same thing if you challenged 
yourself to knock out a page on a DTP package 
in five minutes! 

I'm sure that there's an army of people out 



there that love games like Operation Thunderbott 
and Line of Fire, and are waiting for this with bait- 
ed nostrils, If you are one such bod, youll be 
pleased to hear that the graphics are very close 
to the arcade original, the sound is quite a laugh 
■ especially the ultra-camp zombie death whimper 
- and the action is fast and furious enough to 
maintain a reasonable challenge/ 

But to me it's fundamentally all to similar to the 
other games m this genre, except that there are 
different things to blast, Call me a po-faced 
hunchback if you will, but I've had my fill of cur- 
sor-driven blasters, and this simply doesn't offer 
enough variety or new ideas to get my gaming 
glands pulsating. 

• Julian Rigjnail 
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What's this? A game from Ocean thafS NOT 
a coin^p or film licence? Surely WiW 
Wheels is not ■ Heaven forbid! - an original game? 
Well, yes, it is, and the good news is that it isn't 
half bad. 

WW Wheels can best be described as 3D Kick 
Off with cars. Two teams of five high-speed high- 
ly-armoured roadsters compete for the right to 
shunt a giant steel ball around an arena. Points 
are awarded by scoring goals (surprise!) and 
keeping the ball in the opposition's half of the 
arena. From time to time bonuses and power-ups 
mysteriously appear on the arena floor and can 
be collected by simply driving over them. 

TWEMTY THOUSAND LEAGUES? 

The aim is to work your way up from the bottom- 
rung AJpha League through Beta, Gamma, Delta 
and so on to become League Champions. It's 
brutally tough; lose one match and you're out. 
Fortunately there's a SAVE option so frustration 
at not being able to get beyond a particularly 
tough set of matches is kept to a minimum. 



The in-game action is viewed from a 'camera' 
floating just above the car, looking towards the 
opposition's end r and mixes solid-3D polygons 
for the pitch and shrinking/enlarging sprites for 
the competing cars. This is all well and good and 
it looks very pretty, but it can be hard working 
out where the ball's gone. 

Arrows indicating the ball's position help, but 
ymfll still discover that during play you spend 
more time looking at the overhead scanner than 
watching the 3D action, Winning often seems 
more down to luck than any skill on the player's 
part. 

ADDED INTEREST 

Programmers Red Rat have obviously realised 
that the basic premise, while entertaining 
enough, lacks depth, so they've introduced 
several features to try and help sustain player 
interest. There are three difficulty levels and two 
control methods; Arcade and Professional 

In Arcade mode the car moves in the direction 
the player pushes the joystick, while in 
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Prolessional mode the player pushes up/down to 
accelerate/decelerate and left and right to rotate 
the car. The idea is that beginners start in 
Arcade mode and 'graduate 1 to Professional, but 
I found Professional the better control method 
right from the start. 

After a game the points scored are converted 
into cas"h which can be used to equip the team 
with a new cars. Although the cheaper models 
only vary in minor ways such as how well their 
tyres grip or how quickly they accelerate, some 
of the more expensive models are fitted with 
unique add-ons like giant metal jaws or missile 
tubes. The higher-powered vehicles 
require special licences or flame-retar- 
dant suit before you're allowed to buy 
them, which can only be earned by run- 
ning over the bonus tiles mentioned 
earlier. 

Thus, player interest is sustained by 
both the urge to lind out what the vari- 
ous unique features of the more expen- 
sive vehicles do and by the need to 
'earn' certain items before these cars 
can be used. And while these help, 
they still don't compensate for the lack 
of real skill or subtlety needed to 
succeed. 

• David Upehurcfo 
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STRIKER - This is the car you control. Th* 
quality of its play ing iv up to yotil 

KILLER Actively ***ksoutth* opposition s 
Striker artd tries to ram it to oblivion. 

BLOCKER - Tries to protect your car by 
putting itself between the Striker and the 
opposition's Killers. 

FETCH ER - Attempts to herd trie ball 
towards the Striker. 

GUARDS - Patrols the goal mouth and triw 
to block any <h<sts. 
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OCEAN takes us on a magical mystery tour 



■fs only fair to say that, while Ocean chooses 
I to dabble in original software -only very rarely, 
when it does, the fruits of its endeavours are 
usually very tasty indeed. From the 'Good Old 
Days of Head Over Hee/s and Match Day to ttie 
more recent F-29 Relator and Battle 
Command, Ocean's original products have often 
proved themselves to be considerably more 
appealing than many of the firm's licensed 
wares. Keen to continue this trend, Ocean is 
promising a higher proportion of original games 
in its future line-ups • and if they're all of the 
same high quality of E It, that can't be a bad 
ttmg. 

The game casts you as a brave little Elf called 
Cornelius, whose girlfriend Elisa has been 
abducted by Necrilous the Not Very Mice. 
Getting her back involves effing your way 
through eight levels of Tolkeirvesque fantasy 
world, starting out in the forest near Cornelius' 
homeland and ending in the castle of Necrilous 
rumseH, where Elisa is slowly being lowered into 
a vat boiling liquid. Boo! Hiss! 

What all ttiis translates to is six levels of multi- 
direct ar.al scolling platform action with some 
hefty shoot'em-up overtones. It's a little like Rick 
Dangerous meets Ghosts 'n' Goblins meets Lord 
Of The Rings. There's an unmistakably strong 
Dungeons V Dragons feel to the whole 
adventure, spiced with a small amount of 
humour. The result, as you hack, slay and leap 
your way through the densely-inhabited 
landscapes, works well, witti the pungent 
atmosphere doing a lot to add to the overall 
effect. 

Each o( the six levels is like a giant maze 
(map-makers will surely stain their pants over 
thts one) comprising all manner of platforms, 
ladders and dangerous energy-sapping 
denizens. To protect himself against the latter, 
Cornelius has some primitive magic power 
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allowing him to fire lethal orbs ol energy, and a 
variety of special powers are available from the 
local shoppe, should you be lucky enough to find 
it. Here, magic spells can be purchased in 
exchange for herbs and animals that Cornelius 
collects along his travels. The most prized and 
expensive transform Cornelius into a Hero (as 
indicated by him wearing a flashy pair of shades) 
who is impervious to the shots fired by enemies, 
and a Wolf who can fall any height without 
hurting himself. 

At the end of each level there's a guardian that 
needs slaying. Each one, when killed 
relinquishes a green crystal that are used to 
gain access to Necrilous' chamber on the final 
level. Getting there, however, is by no means 
easy. Each level presents its own unique 
problems, and so new strategies and playing 
styles need to be developed to overcome them. 
The common thread, however - platform dexteri- 
ty and nasty-bashing ■ hangs together well and 
remains appealing throughout. It may not be 
everyone's cup of tea, but if s a quality romp, 
and one that will keep variety-starved platform 
fans busy into the small hours, no sweat. 

• Gary Whrtta 
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Marvels will never cease! NAM CO prove that you can 
make a silk purse from a sow's ear 



lust what is going on? On the one hand you 
whave Sonic the Hedgehog and Alien Storm 
setting new graphic standards , and on the other 
you have Gardner Special and now Marvel Land 
proudly parading sprites that look more suited to 
a C64 game circa 1986. Perhaps the Japanese 
find these retro-style graphics cute and unusual. 
Wlw knows? Strange people, the Japanese.. . 
However, whatever your nationality, there's one 
thing everyone agrees that a game should have 
to make it special, and mat's addictiveness. So 
let's gwe credit where it's cue and admit it: 
MarveJ Land has this magic ingredient in 
obscenely large buckets, 
No plot surprises. Ifs yer usual old rubbish 
about four helpless fairies who have been 
kidnapped by the wicked Wolf Lord. The 
I ribinous dog has placed one of the fairies in 
each of the four areas of Marvel Land, and ifs up 
to you as the bravest icMe pixie to trek through 
the several level's making up each area and 
rescue them. 

The gameplay harks back to the Good 01' 
Manic Winer days, with lots of bottomless gaps, 
deadly lava, crumbling ledges, levitating lifts, 
mov*tg platforms and - of course - wandering 
meanies. However, as a concession to these p-M 
[post-Mario) times, the pixie can bop the baddies 
into next week by jumping on their heads. 

Bonuses and power-ups can be discovered by 
cracking coen golden chests. Most effective is 
U* 'clone' power-up, which causes a bunch of 
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pixie-alikes to string out behind the main sprite 
as he runs along and jumps about. Tapping fire 
causes them to swing around the main pixie in a 
big circle, clobbering anything in range. But 
every hit causes one of the clones to disappear, 
so they have to be jsed wisety. 

At the zone's end, the pixie must battle one of 
the Wolf Lord's henchmen. Rather than being a 
epic slug-it-out, the two foes play 'stone/paper/ 
scissor* ■ but with a twist. If the pixie wins then 
the player has to hit fire to strike the baddy 
before ho ducks. If the pixie loses then the 
player has to defend against attack by pulling 
back on the joypad. Combat continues until the 
pixie or the baddy is smashed into submission. 

Perhaps it's a touch of nostalgia for Marvel 
Land's 'old style' gameplay, but this is by far the 
best game I've played this month. Ifs easy to 
pick up, easy to control and easy to like. There 
are enough surprises and novelties to keep inter- 
est going, and a password system means that 
you can cut past the boring bits. Hell, I'm even 
starting to like the graphics... 

• David Upchurch 

Thanks to Shekhana Consoles |081 9412) for 
the loan of this review cartridge. 
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At last, real shoot- 'em-up action hits the Famicom - 
but just how Super is IREM's souped up conversion of 
its own coin-op classic? 




While the majority of us might find it diffi- 
cult to take pity on those who are fortu- 
nate enough to own Super Famicoms, there has, 
ever since the machine's appearance, been a 
gaping void in their game splaying lives. They 
may be well serviced with platform games 
(Super Mario Worfd), beat'em-ups {final Fight) 
and racing games (F-Zeroh but apart from the 
lacklustre Gradlus M, Famicom owners have 
been on a stale-bread-and-luke-warm-water diet 
as far as shoot-'em-ups are concerned - at least 
until now. And what better way to bring some 
real action to Nintendo's 16-bit wonder than with 
a turbocharged version of the best coin-op shoot- 
'ern-up of recent times? 

Actually, what you're getting with Super R-Type 
is R-Type N with knobs on. Quite a lot of knobs in 
fact, and shiny brass ones at that, It's nice to 
see that IrenYs designers have gone to the effort 



of bolting on a few extra bits and bobs, rather 
than just going through the motions of porting 
over the coin-op, even if not all of the new addi- 
tions hit their target. 

The majority of the game's seven levels are in 
fact straight out of R-Type fl", but there are a cou- 
ple of original worlds * the first one you play, for 
example, has you blasting through a deadly 
space minefield- In addition, there are a couple 
of excellent new power-ups - one that fires a 
wave of high-energy orbs, and a rather natty 
duster bomb that acts like missiles, but 
explodes violently after a few seconds' flight, tak- 
ing everything caught in the explosion with it. 
They're great. A new twist has been added to the 
Super Beam weapon too - if its held for too long 
without firing, it overheats and reverts back to 
the regular Beam and has to be powered up 
again. A nice touch, that. 

One of the more agreeable new options is a 
skill level selector that can be set to Kids, Easy, 
Normal or Hard. The latter level is a real sod, as 
it not only gets very stingy in the way it doles out 
power-ups, but it increases the intelligence of the 
aliens greatly, so they fire not only at your cur- 
rent position, but also at where they anticipate 
you're going to be in a second or so's time, very 
nasty. There's also a rather nice intro sequence 
that shows the R9 fighter being prepped for 



combat and blasting off towards the Bydo 
empire. Completely useless of course, but very 
nice all the same. 

On the minus front, there are a couple of little 
niggles. For some reason (probably the program- 
mers wanted to prove they know how to use the 
Famicom's background-scaling technology), the 
screen fades out and back in again before the 
confrontation with the end-ol-level baddy, and the 
result looks rather cheap and fragmented. Also, 
when the going gets tough, the sprites start flick- 
ering and slowing down - not much, but enough 
to detract slightly from the action. This, however, 
is a small price to pay for the amazing pyrotech- 
nics that are on show here, and the game has a 
tremendous feeling of chunkiness and weight, so 
that when the Beam weapon blows something up 
for example, the visual and aural effect really 
packs a punch, unlike the rather flimsy 'indoor 
firework' explosions that 16-bit gamers so often 
have to put up with. 

Hooray then for the first really good shoot-'err> 
up on the Famicom. If s got everything you could 
want and more, and comes as a godsend at a 
time when frustrated Famicom owners were just 
about to go over the edge through shoot-'ern-up 
deprivation. Go for it! 

• GaryWhlttt 
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ACTI VISION comes up 
trumps with its conver- 
sion of the sequel to 
Irem's modern arcade 
classic 

Whafs going on? Don't tell me that we're 
forgetting our roots. With the occasional 
exception of games like SVW P which succeed 
not by doing anything new, but by sheer bril- 
liance af execution, the poor old arcade blaster 
has been floundering a bit of late. What makes it 
worse is that this hideous phenomenon seems to 
be less because of gamers opting for 'deeper' 
games, and more due to the sheer lack of inspi- 
ration and originality that is spreading like a can- 
cer through the slwot-'eriHjp genre, 
At least the disease has not yet reached 
America * Japan, as last year's crop of coin-op 
offerings was as fit and healthy as ever, in partic- 
ular Irem's top-notch seq uel to the game that 
shook the shoot-'ermjp world and spawned more 
clones than Raiders Of The Lost Ark the sensa- 
tional R-Type. Making the sensible decision not 
to fool around too much with the original game- 
play, J?-7ype Jfs designers opted instead to build 
around the existing framework, adding nastier 
nasties, designing more torturous landscapes 
and generally souping the whole thing up into a 
much meaner, turbocharged GTE version. 
For a untie, it looked as though problems at 
Attiviswn might scupper its conversion of R-Type 
n before it was even released t but thanks to 
French firm The Disc Company stepping in to 
save the day, all we've had to put up with is a 
slight delay. Burt has the wait been worth it? 
There's certainly plenty to get you slavering 
wen before you tear off the cellophane. It's been 
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converted by Arc Developments, which has a 
long and prestigious track record t including pris- 
tine jobs on Forgotten Worlds and Crack Down. 
And once the action gets started it becomes 
apparent that - at least in this case - pedigree 
counts for a lot, as the boys have played a blin- 
der m bringing the sequel to the small screen. 

The storyline (such as it is) goes thus - years 
after getting a right old pounding from you in the 
original R-Type, the evil Bydo Empire has been 
licking its wounds and re-arming its forces in 
preparation for another attempt to spread its vW- 
lanous tentacles throughout the galaxy. With a 
number of peaceful planets already in its grasp, 
you've been recalled to once again leap into your 
trusty R9 fighter and hit the Bydo where it hurts 
before they seize control of the universe. Gosh. 

For the most part, the gameplay remains the 
same and fans of the original with have no prob- 
lems at all getting back into the saddle. Six {as 
opposed the original's eight) horizontally-scrolling 
levels await you, as you battle from left to right 
through the alien hordes towards the mother 
alien that awaits at the end of each world. Hardly 
unfamilar stuff of course, but like SWJVffs excel- 




Lou a 1 1 fa ha™ and you'll find progress without power ups 
Vtry teufj), what wtth MW^Utltyllt jajTyfhrt and horning 
missiles .attaching ypu. 

lence of execution and not originality that 
impresses. However, things do start to get 
slightly dodgy when you begin to realise just how- 
similar the game is to its classic daddy. The bolt- 
on weapons and power-pods are the same, as 
are many of the aliens and even some of the 
level designs create a remarkable feeling of deja 
w, A nice touch is the new R9's beam weapon. 
As before, holding down the fire button powers- 
up your laser into a tremendous bolt of plasma 
energy that tears through anything in its path. 
But if you dare to hang on and hold the button 
down still longer, the beam turns into a Super 
Beam which, when fired, spreads out across the 
screen in little blobs, knackering EVERYTHING. 

While the age-old line 'fans of the original will 
be impressed' seems to get dragged out of the 
cupboard every time a sequel is reviewed, in this 
case, quite the opposite is true. If you bought 
the original, you might feel a teensy bit cheated 
to see that this isn't radically different - at least 
not enough to justify a £25 outlay. If, however, 
you're coming into it 'clean , or are enough of an 
R-Type fanatic to not care, R-Type N comes unre- 
servedly recommended as the best 16-bit stioot- 
'em-up since SWrV. And that can't be half bad.. 

• GarvWhltta 
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AMIGA 



The- graphics don't have quite the- same 
■<l**n' <oln-op leek thai the o#bgbn*l 
conwrxlon had, but all tha uim Arc 
Development* has done an 4dm>irabfa 
Job of squealing In all thoca pratty pix- 
els-. The- musk is suitable spacer, and a 
I IfW Job has faaan dona of gatling the 
com dp s. feel across. Good stuff. 



ATARI ST 



ST owners are in for on experience can- 
fJtfarably last Impress iva from a lachnl 
cal point of view, done are the flashy 
bark-dropf, replaced by a so so itjrtleld, 
and the muiit, as performed by the ST's 
ttnnier sound chip, locki the atmosphere 
of the Amiga version. 
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COLUHHS 



Cfumns, blessed with the exciting challenge 
f lining up lots of similarly coloured blocks, 
is now available for the Game Gear. Clearly 
pitched at Teiris fans, this variant on the theme 
is either a novel twist teaching the player 
different prioritising abilities or glorified 2D Snap 
■ depending on who you listen to. 

A narrow strip down the centre of Che screen is 
gradually filled by falling bars. Instead of rotating 
the bars to make building-block complete lines,, 
the player must cycle through the order of the 
blocks, endeavouring to place similar colours 
next to each other. A line of three or more 
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colours - whether diagonal, horizontal of vertical - 
will disappear, scoring points. Causing previous- 
ly separate blocks to fall down and form new 
lines incur extra knock-on points. 

For novelty's sake a bunch of extra graphics 
have been included, enabling the player to opt to 
try to line up similar frurt/dice/jewels/etc. The 
size of the screen, however, and the nature of 
the graphics means that most of these (especial- 
ly the dice, which are virtually indistinguishable 
from one another} simply make the game more 
difficult in the same way that all games are more 
difficult if you squint or put jam on the screen. 





Personally, I have a big problem with Columns. 
Perhaps its too much Tetris, or some cerebral 
deficiency, but I find it impossible to plan ahead 
when trying to align colours as opposed to 
shapes. The result is that instead of building 
shapes and leaving holes for particular shaped 
blocks, I end up simply trying to dispose of the 
current block as swiftly as possible; hardly a win- 
ning strategy. 

Also, I find it nigh-on impossible to accurately 
predict the results of knock-on effects, since the 
colours all tend to fall down and knock out each 
other in particularly unexpected ways. 

It should be clear, however, that many people 
find Columns particularly satisfying, and there's 
no doubt that in normal big-block mode the 
graphics are large and clear enough to make it 
an ideal Tube journey's worth of fun. if not much 
more, 

• Jim Douglas 
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PSYCHIC WOULD 



Cecile's been kidnapped by some nasty crea- 
Cures - Her sister Lucia needs your help to 
save her! 1 Who could refuse such a well-worded 
and imaginative cry for help? Not me, that's for 
sure. 

So what do we have here then? A side- 
scrolling arcade adventure with precious little to 
recommend it, apart perhaps for its novelty-bag 
feel. 




The Psychic World is, to be sure, a funny old 
place. Ifs full of pixies and fairies and funny 
beasties. The nasty creatures' description is 
actually very accurate, since they're possibly the 
least appealing collection of bug-eyed 
miscreants I've seen in quite some time. Neither 
scarey or interesting, they're quite surprisingly 
aggravating as they mince around the screen on 
their little platforms, following their silly attack 
patterns and sapping your energy. 

Dealing with the creatures is simple enough, 
the majority absorbing a single shot before conk- 
ing out There are, of course, the obligatory end- 
of-stage monsters such as the big triffid which 
spurts deadly poison all over the screen and 
tries to trip you up with its roots. Big thrill. 

Progress further into the game is rewarded by 
newtook locations and encounters with wider 
selections of foolish monsters. 



Psychrc Worfdhas about as much character * 
a shop dummy. It's got all the elements you'd 
expect to make a decent game but it has 
absolutely nothing Co make it stand out from tte 
(growing) crowd. 

Hardly the best Gamegear title available. 

• J rr Dobga 
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A veritable plethora of 
new Game Gear releases 
this month, three from 

Virgin and a rather 
excellent shoot - em-up 
from Japan 
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Ha/fey Wars, currently only available or import in the UK, deserves mention at this early stage 
simply because it's probflbly the best shoot-out the Game Gear has to offer. Carefully 
designed to show off the machine's sprite handling abilities, Halley Wars offers a swift learning- 
curve of play and plenty of variety. 

In the cockpit of the rebel forces' most advanced fighter, the player must fly up the screen, 
dispatching alien ships and ground installations with his ever-expandable arsenal of weapons, 

Power-ups are mined from asteroids drifting around the space lanes. Shoot down the asteroids 
and collect the speed-ups/laser enhancements. Protective force fields and drone pods which fly 
around behind you can also be earned. 

The alien attack waves are simple enough to form recognisable patterns to begin with. A smart 
piece of design, since losing a ship wilt result in the loss of your last power-up and when you return 
to the game. The asteroids at the start of each tricky stage are rich in weapons, so even 
Continuing with no extras in the later stages doesn't become pointless. 

Inevitably, the long-term appeal will wane once completed, but Haf/ey Wars still provides enough 
mindless entertainment for the price. 

• Jim Douglas, 

Thanks to Shekhana Consoles (081 889 9412) for loan of this review cartridge. 
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|n toe Big Book of Tall Orders, converting G- 
mloc onto a hand-held system scores 
extremely highly. Unsurprisingly, the Game 
Gear version bears few similarities to the coin- 
op, boasting none of the aesthetic appeal of 
wtial was basically a graphic-novelty game- 
That being the case, Gi.oc is forced to bat on 
an incredibly sticky wicket, since even the origi- 
nal cotW hardly be said to boast anything but 
the slightest depth. 
Tne player views the war-torn future-world 
through first person perspective out of the 
cockpit of his state-of-the-art jet fighter as 
enemy jets, tanks and warships attack. 
Having selected which area of the map the 
pteyer wishes to fight in, he is briefed as to his 
mission iSboot 10 planes, Destroy 5 tanks, etc} 



and if s off into the blue yonder to do some 
good. 

After getting to grips with the controls 
{particularly easy, except if s a shame that 
pulling back on the joy pad pushes the plane's 
nose down) it won't be long before the radar 
starts blinking, warning of enemy forces in the 
area, it they turn out to be planes, they'll 
sweep, occasionally behind the player's 
aircraft and launch a missile attack. Locking 
on with his own missiles and bullets, the G-Loc 
warrior can return fire, successfully downing 
enemy planes in satisfying bursts of flame. 

Warships and tanks are somewhat less chal- 
lenging, behaving more like sitting ducks than 
their real-life equivalents. These too can be dis- 
patched using missiles or bullets. 

And indeed, all of the combat and the flying 
is decent enough, and entertaining for a few 
hours, but let's be honest, it's all been seen so 
many, many times before. And unfortunately 
the graphics for the ground, instead of being 
super-detailed and skillful, are rubbishy triangu- 
lar planes of tedium. 

Only G-Loc fanatics need apply. 

• Jim Douglas 
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THE HUNT FOR RED 
OCTOBER 

When Tom Clancy's naval techno-thriller 
was topping trie best-seller lists back in 
the mid-eighties, nobody seemed all that 
bothered about ttie computer game potentiaf- 
strong though it was, book licences just aren't 
'sexy" in the minds of licence-dealers. As soon as 
the film appeared, however, it was a different 
story. Grandslam was quick to dredge up its orig- 
inal licence and hurry out a lacklustre arcade 
game to cash in on the movie's record-breaking 
success, and now its surfaced on the GameBoy. 

As renegade sub commander Marko Ramius, 
your mission to steal the silent supersub Red 
October and defect with it to the West is 
represented by a series of shoofem-up-style 
scrolling levels - its remarkably similar to 
Grandslam's game, in fact. Steering the sub 
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A clutch of new titles for Nintendo's miniature mar- 
vel reach these shores this month on import. ACE 
takes a look at six of the best... 
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through the torturous underwater caverns in 
tough enough, and things are complicated by trie 
assortment of Russian navy craft (including chop- 
pers, subs and missile boats) that are out to sink 
you, 

Weaponry comes in the form of straight-firing 
torpedoes and the more sophisticated homing 
missiles, which must be collected as you 
progress. A novel touch is the Cavitation Drive 
feature - if things get too hot, the sub can be put 
on silent drive for a few moments, rendering it 
invisible to enemy ships and torpedoes. There's 
also an interesting twcn^layer feature, where the 
second player commands the Russian fleet and 
tries to sink the October. 

Ifs all very simple stuff, and if you enjoyed the 
booh or movie, you're likely to be left with a bad 
taste in your mouth, as such a basic arcade 
game simply doesn't do justice to the weighty 
subject matter - Heaven knows what Clancy him- 
self thinks. Enjoyable stuff all the same, and diffi- 
cult enough to keep even the most seasoned 
GameBoy hacks on their toes. 

# Gary Whitta 



PAC MAN 

Or yellow guts is back! Yes, the Pac Man 
comeback tour continues - this time on 
Gameboy! Only last month the cutesy consumer 
was caught hiking through PacLand on the Lynx, 
and this month Namco delve even further into 
the Pac back-catalogue with this conversion of 
the timeless original. 

You're probably well aware of the complex ha! 
- plot, but for gaming newcomers or those with 
the memory span of a goldfish, here it is; guide 
Pac Man around a maze, eating the dots littering 
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the pathways while avoiding four nasty Ghosts, 
Pac Man isn't defenceless - by eating special 
Power Pills that reside in the far corners of the 
maze our plucky yellow (well, light grey here) 
blob of a hero can turn the tables on his ethereal 
pursuers and lunch on them for a big bonus. 

The game can be played in one of two ways; 
either fulknaze view, or quarter-maze scrolling 
view. Both methods have problems: the former's 
small graphics make it hard to tell between dead- 
ly and eatable Ghosts, while the latter' s restricted 
window make it hard to plan route strategies (the 
more serious of the two faults). 
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Probably the most exciting thing about this 
blast from trie past is the two-player link-up 
option. Players compete head to head in a num- 
ber of 'rounds' and any Ghosts eaten by one 
player appear in the other payer's maze! It's a 
smashing twist and injects new life into an old 
theme. 

Overall Pac Man (the name derives from 
tacu", which means 'eat' in Japanese) has 
converted well to Nintendo's handheld. All the 
ghost-evading playing tricks you learnt as a rook- 
ie nipcer still work, and none of Pac Man's 
diarm has diminished over the years. While 
some may regret the lack of mazes (there's just 
the one on offer), most will find this a more than 
welcome addition to their software library. 

• David Upchureh 
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HATRIS 



r ou can't keep a good game 
designer down. Alexey 
PajFtnov, the designer of Tetris, 
is back! And, in partnership with 
Wadimir Pokhilko, he's written yet another 
annmg arcade-puzzler. 

Like an good puzzle games, the basic concept 
is deceptively simple. Pairs of different hats fall 
down six lanes'. By moving the pair left or right 
and swapping the tumbling hats' position, the 



player has to try and stack hats of same type. 
Stack five hats together and they disappear. The 
longer you survive, the faster the hats fall. If a 
stack reaches a line at the top of the screen 
then the game's over. 

Score a 'Hatris' by completing two stacks at 
the same time and the player earns a fireball, 
which can be fired down a lane to destroy the 
top hat. Even better, saving up three fireballs 
rewards the player with a helmet, which crushes 
all the hats in one lane. 

Like Tern's, two players can play head to head 
where completing a stack causes the 
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opponenf s 'game over' line to fall slightly. As the 
game progresses the playing areas get tighter 
and tighter until eventually one player is forced 

to lose! 

While Hatris isn't as immediately 'pick up'-able 
as Tetris or as heart-poundingfy fast paced, it 
doesn't take that long to get a handle on how the 
game works, and if s just as engrossing and 
addictive as its Hlustrious forebear. If you want to 
get ahead, get Hatris* 

• David Unchurch 



CHOPLIFTER II 

an Gorlin's classic 
Choplifter first 
appeared via Broderbund in 
1983, and is still a 
fondly-remembered 
favourite today. Mow 
there's no need to drag 
your dusty old 64 and all 
the ugly wiring out of the 
cupboard in order to 
enjoy it - now all you have 
to do is pop this cart into 
your slot. 

Converting such an old 
classic to the 'Boy is a 
hefty task to ask of 
anyone - but the job has 
been handled admirably, 
with only the inevitable 
differences in graphic 
scale caused by the 
physical size of the 
screen causing gameplay differences. You're 
cast as a crack helicopter rescue pilot whose job 
is to extract survivors from a series of war-torn 
horizontally-scrolling warzones - it's a little like 
Defender, really* 

While tanks and fixed artillery take potshots at 
you, you've got to avoid the fire and land in the 
correct places to pick up the frantic survivors 
(sitting still on the ground and waiting for them to 
get on board can get pretty hairy at times), then 
ferry them back to base. A level is completed 
when the required amount of survivors are evac- 
uated successfully. 
To add action to the proceedings, you're 
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armed with a cannon and a limited number of 
bombs and seeker missiles to drop on ground 
enemies. To make things more difficult, you've 
also got top be careful of storm clouds and flying 
birds, both of which can down your chopper. 

Although Choplifter looks and feels 
considerably more claustrophobic than its eight- 
year-old dad, it's still a damn fine play r with plenty 
of variety (later levels take you out to sea and 
into underground caverns). Toughness-wise, it 
sits just on the fine line between addiction and 
frustration, but like all the best games never 
crosses over it. Two big thumbs up for sheer fun 
value. 

# Gary Whktta 

BUBBLE BOBBLE 

Bub and Bob are back! Unfortunately, this 
latest incarnation of Taito's cutesy two- 
player classic is nothing to foam at the mouth 
about - unless ifs in frustration. Bubble Bobbfe 
did the rounds on computer about three years 
back courtesy of Firebird, and with considerable 
success on all versions. Here, however, it's a 
whole different kettle of bananas. 

The lack of a twoplayer option (one of the origi- 
nal's best features and a disastrous omission 
here) has led to a change in storyline. With Bub 
sick n bed r his brother Bob has to venture into 
the cave of monsters and recover the Moon 
Water, which will make him feel better. 

This involves bubbling your way through 99 
monster-infested levels. The basic gameplay 
remains the same - jump about the platforms, 
trap the monsters inside the bubbles, then burst 
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the bubbles to turn them into yummy fruit. When 
they're all gone, you can progress. Special 
bubbles and bonus icons pop up along the way to 
provide variety. 

The biggest problem with 88 is that the 
converters, anxious to keep the cutesy graphics 
recognisable, have done everything to scale 
which means you can't see the whole play area at 
once any more - you have to scroll around it. This 
can lead to frequent disasters and Game Overs 
which aren't the player's fault because you can't 
see where the monsters are. Bad idea. 

Also, the levels have been completely 
redesigned to go along with this new display 
format and to top it all it doesn't even feel much 
like me original. Fans of the original may well be 
pleased (the original music has survived intact}, 
but for everyone else, it's a bit of a duffer really, 

• Gary Whftta 
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MICKEY'S 
CHASE 

■f you can't beat "em r join 'em. With Mario 
I having toppled Mickey as the most instantly 
recognisable character in US society, Mickey's 
obviously trying to regain some street cred in Ns 
owl platform caper. 

The plot is typical Disney, i.e. non-violent and 
more than a little wet. Mickey has bought a lovely 
big prezzy for his beloved Minnie (Hip-hip- 
hooray!) h but Big Bad Pete has swiped it (Boo! 
Hiss!). Taking on the role of either Mickey or 
Minnie h the player has to chase the villain through 
five levels of action, each split into three stages. 

The first two stages are platform based, with 
Mickey racing over a horizontally-scrolling 
landscape, jumping across platforms and 
avoiding the mouse-disliking wildlife (not 'mouse- 
hating' - nobody in Disney's lovey-dovey world 
ever 'hates' anything). Mickey can dispatch the 
almost-nasties by picking up any nearby crate 
and lobbing it at them. Some special crates also 
contain various point and health bonuses. 

The final stage cranks the game's pace up a 
notch as Mickey careers around the screen while 
driving a variety of high-speed vehicles or 
hanging from some balloons. The aim here is 
basically to scream from one end of the level to 
the other avoiding trouble and grabbing goodies. 

It's all very J nice\ though the graphics are a bit 
drab compared to the gorgeous sprites and 
backdrops seen in Duck Tales. Ifs a bit of a 
paradox that while the game tasks are simple, 
the difficulty setting is a little high. This is a pity, . 
because otherwise Mickey would be the perfect 
game for a younger player. 

• David Upctiurch 



Thank J to Shekhana Console (081 H9 9412} forth* 
la an, of the cartridges reviewed h*re. 
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Mr \bh Mfvud to be re^ly eeHtnhifi Fun. 
ulMrae *j falling teiweefi two mods. bHiHj im 
pie to oW*r pwy* 1 * and loo nord •ftHioqacn 



RELEASE DETAILS 



GAMEBOV £29 99 OUT NOW (Importl 



Lot s make no bones 
about it. Graftgold's 
REALMS looks like being 
the game to topple 
PowerMonger as the 
greatest strategy game on 
lu»mc computers... it's 
.coing to be a stunner!" 
C&VG. Released in 
Autumn on IBM PC, 
Amiga and Atari ST. 

REALMS 






Super Mario World 



And after all my hard work, too! There was a bit of a problem with last month's guide around 
Mario World - there were no arrows showing you which of the locations the tips were referring 
to! Soooo sorry! This month we're reprinting all last week's tips (all present and correct this 
time) along with the rest of the undercover areas. 



Wot a bumper bundle this 
month! There's the con- 
clusion to the Space 
Quest IV guide, the Gods 
quest continues, there's 
the first trip to Monkey 
island, Super Mario World 
in full, more Prince of 
Persia hacks and... a 
secret room found in 
Megadrive Strides 
Curiouser and curiouser... 



you've got to have a cape to do this level. At th* I tart of ti» laeel, run- 0 little vuay tu the right than run. back lift end tab* 
off. YOM should find a platform foaling, in the sky. Ruo along »"d drop off the ««d to hnd four bloc** containing entra 
lives akI * 4*<r»l »h it. 



A real pain, this on*! Th* trKk k* to gat th* cape and fty over 
the butttauis. One* pait them. *w»p down under the ertd 
gata and then pgll up so that you don't My off the bottom at 
the somen. COnHrHW Hying right to find a second gate. SpOOty! 



Oiw of the green pipit in (ha calling 
leads to a secret room. Inside y*u 
should lind four yellow blocks form 
ing »hk steps *nd an amply shell 
(rapped under some more blocks.. -Spin 
onto the Mocks and git the shell G*t 
the shall and throw It straight up into 
the air to that it hits the top bkKk in 
the steps A vine Will grow, which you 
tm climb to reach a hay and Keyhole 
leading to the green pod room level, 



night at th* and of the level, just 
before the end gate, there's a key and 
a keyhole on a pipe platform high in 
the, say. If yOv'r* clover you can grab 
• Cap* and fly across the level to 
reach them, but it's aasiar to find |h» 
green pod mam fir*! then come back 
here and run up the newly-f OrW*d 
wall. 
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You'll have no doubt found tha pod thai ma*** the auit dour 
appear. BIT' rf you hit the yellow Week right above the neevty 
formed door,, a virte. Will grow that'll take jfOU |o a teleporta- 
liOA ((*#.. . after you ve loughi *1»Miomc ghoit 



IN THE WOODS... 



Just past th* naff-way 
poml you'll find a 
v al ley with a bluu 
pipe on a platform 
tloitmg Jutl abo-ve It, 
kHIftfl « i •■ |t- to help 
ttew youT fall, jump 
onto- th* platform 
and go down the> blu* 
pip* to find a h*y 



On your travels you'll find an area dotted with Jots ol rUpfw*- 
**4ly-pl*c«d yellow block i. Eventually you'll tamr to two 
•.merican footballers. Juit pait thai*, ge> down the green pipe 
To find a Hcrvt key room, 





You soou let have no trouble 
maki ng you* way to th* y*llow 
•Kit do<K. out pp you run on a bit 
further left you'll find a second 
Ktlt 



Ha h*lp here, Ju*1 use your 

•y*t.„ 



As you *w.lm n**f to th* end of 
th* l#v*l. you should *** a yat 
low block at th* bottom Uft of 
rh* m r**n Tu thu Iuf1 of thii ii 
a strange roaming wall. Just run 
straight Info .Molmri * Kay 
room. 



UNDER THE MOUNTAIN... 



INSIDE THE ROCK DRAGON'S MOUTH. 




Vou'v* gat to b* 
prvtty goodtoda 
Mil 

Somehow yau'v* 
not to o*l ctlno to 
th* and e.1 the 
l*V*| |« ttWlt he 
(an eat the key. 
Von c«i probably 
ivork out 
ML. 



Speed is essential her* . Oft the second 
stage of th* k»v*l. bo right and run 
c.v.vn I he lunnel of coins to th* last 
»<><*. Enter to find a pod. Pick It up 
and carry ft right at tar at possible, 
then, jump up tbrguoh the floor and 
contltw* right You should find a yet 
loih block and a door. Drop th* pod 
■Adrift the block. Quid* th* coin trail 
up off the lop th* *cr**n f 9 that they 
lorrm som* sl*p+, f*Ow hii the pod (thu 
will turn the coins to Mocka r . Climb up 
1h# iiepj to find a key roowi B**r in 
mind that yau bay* to b* j-prwll Mario 
to get In 1 



On the third *t<Mge 
ysnj -.Ji-rii.iJrJ be in an 
ana where th* parts, 
of th* floor try to 
crush yog- Run to the 
rlght-h-ind edge of 
the first such area 
you coma to. Jump 
up off the top Qrl lb* 
tcr**n and mot** loft. 
Vuu should find your 
self on an off-screen 
pr-atfonm Run l*tt |a 
'find a key room. 




On your trawls 
you should <om* 
across a pod on 
top of a hug* oil* 
of yoltow block}. 
Pick it up and carry 
ft left onto solid 
ground, then pop 
it. Run |*rt and go 
dC¥rh the shaft 
that was formerly 
blocked. Vau 
should lind * k*y 
and * Mtyhole 



Voifw* gat to haw* b**n to th* rod pod room to find th* sacral 
•alt. If you have It's very easy, so I'll leave you to work it nut 



SECRET ISLAND 




STAR ISLAND 



Bather than 
enter th r- gr**n 
pipa at th* rnd 
ottn* level, 
swim along the 
passageway a| 
th* bottom of 
the screen to 
find a key room 




throw a block into 
th* air to knock th* 
bomber oft th* 
cloud. No Mr comman- 
deer th* cloud and 
fly ft upward* to 
find a k*y room. 



Half way along th* 
•aval you chouid 
find i tjrejr rock 
pi attorn 

Underneath it a kay 
room. If you've 
found; tti* gr**n and 
rod pod r«om» you 
should have no 
problems her*. 



And hew do you get to the teleport star «t th* confer* Of the island? Sorry, not going to tall 
you. Wi can't spall tuerylhlng, ton we? But here's a hint it's got soma thing to do with a 
cap*, a pod and * yellow block... Solve it, and you can tab a m trip to 5*CT*t Land, 



t : 
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The Secret Of 
Monkey Island 

Lucasfilm seem to do no wrong with their 
graphic adventures, and this latest in the 
series is a fine example of their craft. Here's 
John Bolt of Angus in Scotland wth the first part 
of the complete solution... 

GETTING STARTED 

Look at trie nearby poster ttien walk right and 
enter the Scumm Bar. Once snstde, talk to the 
fat pirate beside the door and then to the pirate 
in black at the table, namely about the Governor 
and LeChuck. Go to the next room and start a 
conversation about wanting to be a pirate with 
the important-looking pirates. Find out more 
about the three trials and then bid them 
farewell. 

Wait until the cook leaves the kitchen and has 
gone to the first room, then sneak into the 
kitchen. Put the joint of meat in the pot o' stew, 
then remove the stewed meat. Take the pot 
inter the table that the meat was on. 

Open the door to the dock and a gull will fly 
down and start eating some fish. Walk to the 
right of the bird, then step on the plank the 
bird's resting on. Repeat this process until the 
you grab the fish while the bird is in mid-flight, 
frice you have the meat, fish and pot r leave the 
village and access the map of the island. 

Travel to the clearing and enter the circus 
tent. Wait until you interrupt the Fetucciro Bros 
squabbles, then when asked to perform their 
exciting feat, ask how much its worth. Agree to 
the offer of 47S pieces of eight and when 
asked if you have a safety helmet, say yes and 
show them the pot- Perform the stunt and stag- 
ger back to town. 

Go to the citizen of Melee and buy the map. If 
you want you can also get two pieces of eight 
and some minutes from the pirates nearby. Visit 
the jail and check out the odious prisoner, then 
go to the store and buy the sword, the shovel 
and the breath mints. Examine the voice from 
the alley and feel free to insult the Sheriff. Go 
back tD the jail and start a conversation with the 
prisoner, after toning down his breath with the 
mints, Visit the voodoo lady, making sure to get 
the rubber chicken on the table. You are now 
ready to face your trials... 

TRIAL 1: MASTERY OF THE SWORD 

Goto the house in the south-east. When 
stopped by the Troll, ask about the toll and give 
him the fish (actually a red herring). Once at the 
house, read the sign and knock on the door. 
Protest that you do have "what it takes" until 
Captain Smirk does agree to train you. Pay him 
the thirty pieces of eight. 

After you've been trained, wait on one of the 
roads until a pirate crosses your path and pro- 
woke a fight, You'll almost certainly lose the first 
lew fights, but you'll remember the good abuse 
for later! Always use any new insults until some- 
one uses the correct counter-insult ■ these are 
necessary to win the battle with the Sword 
Master. Once you've defeated at least three 
people you're ready to fight the Master. 

Enter the forest and search for a location with 
a sign beside an unbridged ravine. Pull the sign 




and a secret bridge appears. Go across and 
challenge the Sword Master (for it is she) to a 
fight, Although she uses different insults you 
should by now have correct retorts for each. 

When you win, take the T-shirt and leave, If you 
are beaten, do not return to the forest again 
(unless you're particularly masochistic), as once 
you've discovered the secret house you can to it 
on the map (::'s the point of light inside the for- 
est, away from any tracks). 

TRIAL 2; TREASURE HUNTING 

Re-enter the forest and consult the map. The 
dance steps correspond to directions in the for- 
est, with back meaning backwards into the 
screen. At one point you should encounter a 
plant with bright yellow flowers - remove one of 
its petals for later use. Once you have found the 
treasure site, read the plaque and marker, then 
dig up the marked ground. Collect the "treasure 1 ' 
and return to the Scumm Inn to brag of your suc- 
cess. 

TRIAL 3: THIEVERY 

Go the Governor's mansion, and use the yellow 
petal with the meat. Feed the dogs the drugged 
meat and enter the house. Pilfer the Ming vase 
and enter the door beside the entrance, After the 
le'ngthy scene that ensues, return to the jail and 
trade Otis the gopher repellent for his carrot 
cake. Open the cake and find the file. Return to 
the mansion and leap through the wall once 
more and rejoin the fray. When apprehended by 
the Sheriff, claim that the idol was given to you 
by the Governor. 

Thrill the Governor with your eloquence then 
leave the mansion, remembering to take the 
vase as you leave.- Use this opportunity to insult 
Fester, as everything you say results in you 
being dropped in the sea, along with the idol. 
Hang around (after all, Guybrush claims to be 
able to hold his breath for ten minutes) until hope 
of salvation comes (and goes), then pick up the 
idol and make good your escape. 

That's all for now. More fun with the scurvy 
knaves next month! 




TNT 




Space Quest IV 

The madness continues m this, the second 
half of ACE's complete solution to Sierra's 
fun-tastic graphic adventure. Once again, 
warm thanks to Dave Oriesen from Antwerp in 
Belgium for all hrs hard gaming. Remember - 
the term 'clicking' means clicking with the hand 
cursor unless otherwise stated. 

PART 3: SPACE QUEST 1 - THE 
SARI EN ENCOUNT ER 

You appear next to the Droids-R-Us shop at 
Ulence Flats. Go south and enter the bar. Walk 
up to the monochrome guys at the bar, Once 
you are thrown outside, get your revenge by 
vandalising the nearby sand bikes. Do this by 
clicking on the bikes. After the animation 
sequence you'll find yourself at Tin/s Used 
Spacecraft shop. 

IMPORTANT NOTE: If at any time you hear a 
whining sound approaching, stand still until a 
bike flashes by, and when it does, click the 
walk cursor anywhere on the screen. 

Go east and enter the bar again. Walk up to 
the bartender and take the book of matches 
from the left corner of the bar. Now, go back to 
your time pod and click on it. Type in the co- 
ordinates that were on the display the very first 
time you entered the timepod (i.e. at the super- 
computer's landing bay}. 

PART 4: SPACE QUEST 12 - VOHAUL'S 
REVENGE 2 

After arriving at the supercomputer, walk all the 
way east and click the jar of blob cursor on the 
door lock. After passing it, call up the inventory 
screen and click the book of matches cursor 
on the cigar. Click (OK] to get hack into the 
game. Now that you can see the laser beams, 
click on the device in the eastern wall and enter 
the numbers 160, 30 and 110 to get all the 
lasers vertical. Click [X] to leave the keypad 
and walk through the lasers. 

(You'll find the next bit easier to understand if 
you refer to the map,) 

Walk all the way north and take the last turn 
left. Now take the first left turn you come to 
and save the game. In the middle of the screen 
you should see a pillar. Wait a while and walk 
around it (i.e walk north at the left side of the 
pillar). Then walk off the screen to the right - 
you s'lojld fmd yourself at the first screen. 

Take the other way out of the left side of the 
screen (the path in the middle left of the 
screen) and follow it all the way west. When you 
arrive m the strange room inside the supercom- 
puter, click on the door. Now enter this set of 
numbers: 696584766 9. The door should 
open. 
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car Enter the programming room and you will find 
an icorKiriven user interface. First you must turn 
off the guard droid system by putting the droid 
icon in the toilet and then format the system by 
putting the brain in the toilet. Icons are selected 
by clicking on them. Don't put the SQIV icon in 
the toilet or you'll return to DOS, Instead follow 
the directions on the map to find your kidnapped 
son. 

Eventually you should come across Vohaul him- 
self. Fight him (it's pretty easy, but stay away 
from the edges just to be on the safe side). 
Once you've defeated him click on the ladder 
going down. When Roger returns, select the 
3.5" floppy from your inventory and click its icon 
on the disc drive next to the beam. Load up the 
program on the disc arid the one from the 
beam. Select [Roger Jr] and push [beam down- 
loadl to complete the game! 



Gods 



■ feel so stoopid! You may remember that last 
I month I asked you ho*" to get the gems on 
I World 3. Well, Christopher Bromilow from 
Skelmersdale and David Appleford from Milton 
Keynes reveal that you simply get to where the 
Stone Gargoyles are, then go left and then when 
you get to the third platform jump into space. 
With luck you should land on the moving plat- 
form. Then jump onto the platform with the 
gems above it. As if by magic the ledge will dis- 
appear and the gems will drop down. 

Your quest continues here, with the guide to 
Level 2 of the Bitmap Bros' wondrous arcade 
adventure. No more a-do, let's get on with it... 

LEVEL 2 

(As last month , 'throw a switch' means pull it 
down or push it up - depending on its current 
position - while 'toggle a switch' means pull it 
down and then push it back up again.) 

IN THE SHOP 

Stay with the throwing stars and fireballs, and 
use your cash to up their power. 




WORLD 1 

Make sure you push the pressure pad to the 
right of the start position. Go left and down a lit- 
tle. Kill the monsters firing at you across the 
gap, then jump across to pick up a gold key. 
Continue going down, then right. 

You should find yourself near a door and a 
shield guarded by some spikes. A thief will 
appear. Don't kill him - let rum get the shield 
then drop the key to attract him. Kill the thief, 
pick up the key and use the shield to get 
through the spikes. Throw the door switch. An 
out-of-reach key and a thief will appear. Position 
yourself in front of the door, then ■ just before 
the thief touches you - enter. 

You'll be transported to a new room. Grab 
everything and drop down the shaft. At the bot- 
tom, take advantage of your shield by pressing 
the nearby pressure pad and killing any local 
bad guys. Drop all your items, then go right to 
where the thief was. Wait for him to get the key. 
Go and pick up your previously dropped items 
then return. The thiol will approach you. Kill him 
and get the key. 

The rest of the level's pretty straightforward. 
You've |ust got to find the ice gem, water gem 
and fire gem and take them individually to the 



I 




gem room (in that order) so that you can reach ] 
the World key. The ice gem is in the room at the 
top of a ladder by a treasure chest. The other 
two gems are found by killing baddies. 

But there's a quicker way to get the World key- 
Take the ice gem to the gem room so that the 
key platform drops a little. Then toggle the door 
switch a couple of times to drop the teleport 
gem - this takes you to a bonus room. If you 
complete it properly you'll find a jump potion 
which you can use to jump up to the World key. 
Simple, when you know how. 

WORLD 2 

Jump onto the ladders you first come across to 
climb to a ledge with a chalice on it. DON'T fall 
off - if the drop doesn't kill you the spikes at the 
bottom will. Throw the switch, then climb 6cm | 
the ladder and drop off the bottom. Go down 
the ladder to your right to collect a key. 

Go back up the ladder and go right. You 
should come across three switches above two 
trapdoors. Throw the switch above the left trap- 
door and then the switch above the right trap- 
door. Drop down the now opened right trapdoor 
to find another chalice. 

Make your way back up and go right. You 
should come across a golden teleport key. 
Return left and go down the pit of switches and 
trapdoors- At the bottom go through the door to 
your right to be teleported to the door to the 
ship room. Pick up the third and last chalice and 
go through the door to enter the ship room. 
Pick up the two keys and drop all your chalices 
before leaving. 

Go left and down the ladder. Kill the monster 
on the platform to your right - a teleport crystal 
should appear. Use it to reach the treasure 
room. Now make your way to the World door. 

IN THE SHOP 

Buy as many spears as possible. 

WORLD 3 

Having got the door key, throw the switch trj 1 
right of the door, then the switch to the left, 
then the switch to the right a gam - this should 
reveal a secret corridor. {Incidentally, has any 
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Strider 



one found a way to open this door?) 

Down the corridor are four doors. Enter the 
second one you come to to find a skull. Take 
this to the roam behind the last door to be 
'ewarcec with a piece of mosaic and a bottle of 
herbs. Take the herbs to the third room to find 
another mosatc fragment and a globe, Take the 
globe to the first room to get the third and final 
mosaic piece. Your reward for your restoration! 
work is a teieport to a new dungeon area. 

Go left, killing all the monsters as yoj go. 
Eventually some will drop a key. Go back right 
and throw the first switch on the level - a plat- 
form will appear letting you reach a secret 
chamber containing another key. Go back down 
then left to open a passage down to another 
secret room. Throw the switch in this room. 

Go up and left to find some trapdoors and 
switches making steps to an upper platform. As 
you jump up the steps, toggle all the switches 
you come across. Get the candlestick at the 
top-right and the key at the top-left of this area, 
then drop through the trapdoor in the upper 
platform. Go back right to the treasure room. 

Return left and go down. Get the cross at the 
far left (just past the spikes). The rest of this 
level is fairly straight-forward (though goodness 
knows where the treasure key is). Remember to 
take the cross to the chapel for a big crystal 
reward. This will come in very handy against... 

THE DRAGON 

Drop the crystal to the left of the screen and 
stand between it and the dragon. The monster 
will aim its fire at the crystal leaving you free to 
Hist away, just crouching now and again to 
avoid the fireballs from its tail. 

So 1ar, so tough, but your quest is only half 
over. Get ready for Level 3 - next month! 




Not really a cheat this, but an interest- 
ing little featurette none-the-iess. Did 
you know that there's a secret room 
on the second level? Nope? Well, neither 
did I, but here to show use how to find 
it is D. Wyman of Edgware in 
Middlesex. 

Know the beginning of the level, 
with the wolves and the giant 
robot gorilla? Well,, once past 
these perils you should find your- 
self riding on some rotating plat- 
forms and under attack bu guards 
and what not. Normally you exit this 
section by jumping up a small slop- 
ing passageway to climb above 
ground (where you'll meet the phantom 
fighter). 

Instead of doing this, jump into the stone 
wall just below where the passageway starts 
(as shown in the diagram). You should get stuck in 
the rocks and forced into the secret room. Qoh, scary. Kill tjhe 
phantom fighter then go right to continue. 

(Actually, I have an admission to make: after many goes I couldn't get into this sup- 
posed secret room. But then I'm not the World's best Strider player • although I do try! 
Perhaps you'll have more luck? If you do find it. please write in,) 



Prince Of Persia 

Some time ago we printed a PC cheat to this, allowing you to kill any enemy swordsmen at the 
tap of a button. Well, it appears that this rs just half the story. Both Dan Fiett from Australia and 
Roddy MacLeary from Fife, Scotland have written in with lots of extra secrets. 
As before, load the game from DOS by typing 'PRINCE MEGAHIT, Then press the following keys 
during play for the requtred effects: 

K Kills any swordsmen instantly. WARNING! Don't use on skeletons. 

U View screen above. 

N View screen below. 

H View screen to the left. 

J View screen to the right 

SH3FT-T Extra damage point. 

SHIFT4 Flips screen. 

SHIFT-L Advance one level. 

SH1FT-W Makes you light as a feather (no damage falling off ledges). 

SHIFT-B Blacks out non-animated objects (very useful. 





I: t# 
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long ago Bullfrog actually wrote its own version 
of the classic coin-op. "When doing 
PowerMonger, we were worried that the player 
might get bored while waiting for the game to 
load," Peter explains. "So we wrote Butlfrogger, 
which was basically a slightly tartechjp version of 
the original Frogger that you could play while 
waiting. We got it finished and playable and 
everything." 

However, it was at that point Bullfrog realised 
that were they to release such a game, even 
within another game, the chaps at Sega would be 
quite anxious to talk to them, using words like 
'copyright',, 'solicitor' and 'twenty years hard 
labour', and so it was shelved, Now the game's 
got a new lease of life - at least hypothetical ly - 
thanks to Molyneiw's New Originals treatment 

1 think one of the reasons I chose Frogger is 
because ifs an old classics that was very 
popular in the early days, but never got 
updated," explains Peter. "Asteroids became 
S/asterorcfs, Breakout became Arkanoio 1 , but 
nothing ever came of frogger. Which I think is a 
shame because Frogger was the first ever game 
to have a cute character - something thafs been 
very popular recently. The other thing I liked was 
that it had a dowrv-to^arth theme. While all the 
other games had space mutants, here you had a 
frog trying to cross a road and a river/ 

Peter believes that Frogger has plenty of poten- 
tial for enhancement using toda/s more sophisti- 
cated technologies and gameplay philosophies. 
"Purely from a technical point of view, there are 
all sorts of things you could do. The graphics 
would obviously be very important, and with the 
right use of colour and animation you coulc 
create a ready nice wet and slippery feel that 
would be just right for Frogger. Yes, plenty of 
moistness." 

According to Pete, the most useful application 
of any enhanced graphics would be to bring the 



How would today's 
developers revamp their 
own favourite classics? 
ACE asks that very 
question in the first of 
an occasional series. 



1 1 does sound like a bit of a winoHip, 
I doesn't Jt? Frogger by Bullfrog? To be hon- 
I est it wasn't Molyneux's first choice. When 
I first approached with the idea, he instantly 
chose intimate's classic Knight Lore. Then 
deciding that wasn't such a good idea, he spent 
a day in deep contemplation before deciding 1 
want to do that caterpillar one. You know, 
Centipede.'* Then, while explaining why his 
Centipede would be so good,, he threw in one 
final twist as the Frogger brainwave hit him. And 
that was that. 

Fortunately, it all fits in rather nicely, and 
there's more behind it than the rather tenuous 
similarity between the two names. Not only is it 
genuinely one of Pete's old faves, but not too 




This i» how Pater Molynauc'i 1491 wiiifm o1 ■"VrK^yrr would look, in this artist's impressi on by Bull-frog' & graph its wizard Paul 
McLiughlln. Hatlce ham Mr* Fro». In hii new JI-cdJeh* incarnation Ii a much cuter character than tha »r I g Inarl -«n Important 
pQliH In P+ter'i book, The infamous road, howrvtr, Is at dang*rout ai It tvmr *ntl now i umi-v with e-itrji leatures - note 
th* fi«nhol« man. 



IpVflNCED COMPUTE* €ri>rEAU NMtH I 



LEVEL BEST 



So haw long are tha levels going to be then? 
'"Oh, there'd he hj»t w»,„ of Infinite length, - 
«y* Peter. You. WHAT?! "The problem wrfth 
9»n»s with a definite end 4* that when you've 
completed rt you don't want to play agafri. So 
in this gam* there wouldn't be an end a* such - 
the objective would Jutt be to get at fir as pos- 
lihi*. Every three krwm or s,o you'd have a 
continue point that would aUuw you to restart 
from there if you die, 

"The way ft works ii Ilk* the little holes yoi* 
have to jump into at the end of a normal 
Frogger icreen. You have, say r Hue tunnels or 
liliyoads, but only wme of them will be contin- 
ue points. There'll be a little as to what 
Onei they are just before you get there, hkr 
two eyei Inside the right tunnels that Wink just 
for a moment, hT you Jump into the right 
tunnel, you're given a password. 

"Thii password would actually contain the 
Information that the program uses to sot up a 
level, became the rmtire landscape will be gen- 
erated, not stored. So every time you start a 
new gtrtte, you play on a new, random I y- 
gentfited landscape. But if you type in a pass- 
word, the program interprets the information 
*nd recreates the old gam* from that Informa- 
tion, so you can continue from where you left 
off. If you had ten-letter passwords, you could 
easily generate around 196.000 levels " 



WAITER, THERE'S A FLY 
IN MY CAME 

Several flies in fact r as Peter explains. "A3 
Frogger goes along he works up an appetite 
for flies. Every » often flies bun across the 
scr*on r and rf one near* Frogger. he automati- 
cally shoots hi 9 tongue out and eats it. But 
*h* more flies Frogger eats, the fatter and 
heavier h* gets, so whan ha lands on an 
object that's Hosting on water it starts to 
Sink and he has to jump off again quickly . 
this effect wouldn't last very long though, 
end after a whiJe he'd shrink back to normal 
size by using a bit of froggy flatulence, this 
would also givr him an extra bunt of speed 
as the flatulence propels him along " Ahem. 
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tha fafalad Puttfrvpgir, origdnmh/ written as □ game to pjxx 
tha tlH|« while hiww Mwiytr loaded, It's novr gathering dust 
In Bullfrog's offices - Which a crying «K«m« as it's actually 
wry playable. 




Avttlc Mttiqf In WtOthar mock-up 4c™«n from 
MdyrMfin f modam mkgotr. lundlpi erf extra hiturii 
t*n **0. inch ** thr friandly ihoIwIhmiI frog, towing 
*tenfl tha K*^f u | llllypad. reu can't afford to mha 
tfetepk - trota abound In Hhm w* ton, 



LOVE STORY 



"It would be good if you could have 
frogger districted by thing*. You could 
havs |*s Frogger who crop* up from tlrm 
to tiny* On a llllypad She would act Ilka a 
kwe magnet that draws frogger towards 
her, but you'd have to fight and keep him 
away from her beeaut* she'd be 
wnourided hy dangerous objects,* 



central character to life and give him more char- 
acter than the original's inanimate green blob. "In 
cutesy arcade game's if s important to establish 
a player/character bond. If a player is going to 
spend no re than ten minutes playing a game, h& 
has to care about his character, I'm not suggest- 
ing that people ever really think about how much 
they like Mario or Sonic, but it's subliminal and 
if s important." 

So how do you create a character you can 
care about? The most important quality is the 
way me character reacts with your commands 
and to the environment, H says Peter. "The ways 
he responds to things creates the biggest bond. 
Sonic does mis well - if you leave the controls 
alone for a few seconds he taps his feet and 
looks at the screen, and if he's on a small 




Mora Butifros/atr action. Ihli tkn* with froggy hlntial in dirt 
p#r|l. This lonp-axpawreftwl ghf#i an Jdaa ot how fairtha 
traffic motcira alen«. It alia Iraki as IHough Froggy Ii about to 
gat squlshad Unto the tarmac. Aa«|l>***w! 



platform, he'll balance on one foot, teetering. It 
all helps create a more interesting character." 

Tor Frogger, this type of treatment would 
work particularly well Running the game at a fifti- 
eth of a second, you could produce some 
dazzling frog-leaping animation. If he jumps on a 
log r he'd scamper around as the log rolls under 
him. If he jumps on an alligator, his eyes would 
bulge with fright. If a lorry zoomed past him r he'd 
do a Woooaah!' gesture. This would ail be tied in 
to different sound effects. Remember, it's the 
not the size of the sprite that determines its 
character, but the animation. That's something 
that the development of the people in Populous Ii 
is teaching us." 

The most controversial changes are in the 
game's design, "The game wouldn't be just a sin- 
gJe static screen, but an on-going, vertically- 
sc rolling level This would help keep the player 
involved, as the game's less fragmented. I'd 
keep the gameplay varied by adding new 
terrains for Frogger to cross. There'd be a back 
garden area, for instance, where you'd have 
dogs, cats, birds and dangerous plants to avoid, 
and a sewer area, with even bigger alligators. 
"One of the advantages of this new scrolling 
format is that you can give the enemies more 
detailed movements rather than just moving 
from side to side in a straight Jlne. They'd move 
in fixed movement patterns so that with practice 
the player would learn their habits and play to 
avoid them. Random movement patterns don't 
work, because then if s more down to luck than 
judgement." 

"A change of pace every now and again is 
essential, like in the Mario games, because peo- 
ple get bored with doing the same thing all the 
time. Frogger could jump into a pond and 
instead of jumping, he would swim. Underwater 
you'd have real froggy momentum, so Frogger 
would push himself along in little bursts. In this 
section the enemies would come down the 
screen towards you instead of from the side, and 
there'd only be a limited amount of air, so 
Frogger would have to catch oxygen bubbles in 
the water to top up his supply." 

Peter's more than aware of the dangers of 
updating an old classic. It's very important that 
you don't destroy the feel and spirit of the 
original. The trick is to enhance the game while 
keeping the original qualities intact. Hence, the 
basic idea remains the same - its still all done 
from a plan view, and the little frog's got to work 
his way up the screen, avoiding danger. Thaf s 
another thing I like about Frogger - it's a passive 
arcade game. You dont kill anything or go 
looking for trouble. You just have to avoid 
things." Aaaah. 




is the most authoritative and creative 
magazine covering the Amiga, ST, PC, 
Megadrive, Lynx, Super Famicom and Game Gear. 
Only ACE gives you the hottest computer 
entertainment news of today and the games 
technology of tomorrow. 

For a mere £21.60, you can subscribe to ACE for 
12 issues and ensure you catch all the very latest 



games reviews, the window -on -the -industry 
features, exclusive news stories from around the 
globe and the Pink Page hardware and software 
digest section unavailable in any other magazine. 

Your subscription will also entitle you to a FREE 
SOFTWARE GIFT, courtesy of our wonderful friends 
at UB1 SOFT 




SUBSCRIBE TO 
AND GET FREE SOFTWARE 

wm 



* Get 12 Issues of ACE, the best computer entertainment magazine in the 
world delivered direct to your door and we'll pay the postage! This means 
never having to traipse down to your local newsagents for your copy again. 

* Ensure you never miss out 011 all the vital information which only ACE 
gives you and impress your friends with It- 

* Choose from some RED HOT UBI SOFT games - which can be yours 
absolutely FREE! 

If you take out a subscription for 12 issues (only £21 .60) or 24 Issues 
(only £43.60) you can choose one of the following UBI SOFT games FREE! 



MORTVILLE MANOR 


( ST. Amiga ) 


FULL BLAST 


{ ST, Amiga, PC ) 


IRON LORD 


{ SL Amiga } 


PRO TENNIS TOUR ] 


{ ST, Amiga, PC ) 


PRO TENNIS TOUR 2 


{ ST, Amiga ) 


JUPITER'S MASTERDR1VE 


( ST, Amiga ) 


UNREAL 


( Amiga ) 


BAT 


{ Amiga } 



rWJTouR 



MB: r he free 5oft*;r<.' vfffcf *s avertable to UK RESIDENTS ONLV . 

Your software choice will be mailed separately to »tH* +>rs.t magazine, pleaae allow 

28 days for ctelivery. 
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SUBS RATES SUMMARY 



12 Issues (UK residents ONLY) 

12 Issues (Air Europe) 

12 Issues {Rest of the World) 

24 Issues (UK residents ONLY) 

24 Issues (Air Europe) 

24 Issues (Rest of the World) 

We iutjM thai overseas fcaberi pay by Irvtnrn«k>n5l Money OtK" 



£21,60 
£39.50 
£53.00 
£43,60 
£79,00 
£10600 



Place your orfer by completing the coupon, or send your details on a postcard, or ring our 
special 24-Fiour Orderfirte service on 
0858 410 888 

5ut» Eu»rjmM : If you aren't ccmpirtiHy sacisncMl wc,f f&j< subscription, you nay cancel it al any limn and r«*r.* a (XVdf*. 
'STund *or rill un moiled capes 





TO ACE SUBSCRIPTIONS DEPARTMENT, PO BOX 500, LEICESTER LE99 OAA 

NAME : 

ADDRESS : 

POSTCODE : 

I would like a subscription to ACE for 12 ISSUES -J please tick box 

I would like a subscription to ACE for 24 ISSUES U please tick box 

Please start my subscription from the (enter month) issue of ACE 

I WOuld like the following FREE game (please tick bo* - only one, remembers 



Mortvilte Manor (ST) 


0074 


□ 


Pro Tennis Tour 1 (Amiga) 0082 


□ 


Mortviffe Manor (Amiga) 


007S 


□ 


Pro Tennis Tour 1 (PC) m * 


□ 


Full Blast (ST) 


0O76 


□ 


Pro Tennis Tour 2 (ST) 0086 


□ 


Full Blast (Amiga) 


0077 


□ 


Pro Tennis Tour 2 (Amiga) °° B7 


□ 


Full Blast (PC) 


0076 


□ 


Jupiter's Masterdrive (ST) 0084 


j 


Iron Lord (ST) 


TO79 


J 


Jupiter's Masterdrive (Amiga) 001,5 


□ 


Iron Lord (Amiga) 


ooao 


□ 


Unreal (Amiga) 0Ma 


J 


Pro Tennis Tour 1 (ST) 


ooai 


□ 


BAT (Amiga) 0089 


U 



i enclose a cheque/postal order made payable to EMAP IMAGES for : £ 

Please charge £ to my Access/VISA/Diners Club/AMEX (please date as appropriate ) 

Card number : 

Expiry date : 

Signiture : 



Manny and wqiriefl : ALAN WELLS INTERNATIONAL, MEMBEHUNE HOUSE. FAWtJ**GDON ROAD MARKET HARBO ROUGH. LEICESTER LElrS £NR 
Tfll OBSfld 10510 





rhere can surely be nothing 
more sexy and fashionable 
than the ACE t-shirt. This latest 
item in the Ace Clothing Collection 

is what every self respecting 
computing genius will be wearing 
this season. The eye catching 
ensemble has been exclusively 
designed by AGE's own art editor, 
Jim "Gaultier" Willis, for the lover 
of fine things and the reader with 
good taste. The t-shirt is available 
in sizes small, medium and extra 
large and can be purchased at the 
ridiculously low price of £5.99 



here is no better way of storing your copies of this, 
the world's finest computer entertainment magazine, 
than in an ACE binder. The binders are available in two 
designs - so as to satisfy even the most stalwart supporter 
of style and quality - and can be yours for the 
embarrassingly inexpensive price of £5.99 



Order without delay, to avoid gross disappointment 
Simply complete the form below (enclosing your postal 
order or cheque, made payable to 
EMAP IMAGES MERCHANDISE) 

and send it to the following address: 






ACE 




i ACE Binder A 



A ACE BinderB 



Pieas* remember, these top quality item* must he handled with the utmost care by our dispatcher ■ therefore do allow 28 dayi for your order to be fulfilled. 

Rest assured you have chosen well. 

PC WISE, UNIT 3, MERTHYR INDUSTRIAL PARK, PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN. WALES CF48 




/ want to be an ACE Adonis, so please send me:- 
ACE T- shirt £5.99 SMALL □ MEDIUM □ EXTRA LARGE □ 
ACE Binder A £5 99 □ 

ACE Binder B £5,99 □ 
I enclose a cheque/ postal order for £ made payable to emap IMAGES 




NAME:. 

ADDRESS:.., 
POSTCODE: 



(Air purees incftJCfe postage, packing and WW] 

Please send your orders to: 

ACI MERCHANDISE OFFER 
PC WISE UNIT 3, MERTHYR INDUSTRIAL PARK 
PENTREBACH, MERTHYR TYDFIL, MID GLAMORGAN CF48 4DR 



Til* l*gt«idarv Chrii trawford, foondor of th«< Amnion Computer Aim Design Conference and 
d*»i-gn»r of manual iMh such as Balanc* of Power and Balance Df the Planet H |ust oa* erf th* iter 
html *t the ACE Conference In J» p i P mhrr - tickets cost t«3, but YOU e&uld ttriki* lucky *™i a 
fHtt ticket. 5*c (he mini-r nmpt'tilion hi page 12 <the Htlttar End), , 
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Hare you ever wondered which games get the highest review marks 
across ALL UK magazines? Have you ever wondered whether the games 
that sell the most are the games with the best reviews, or the biggest 
ads? Have you ever wished you could have a definitive list of games that 
all UK reviewers say you've GOT to have? Mow s your chance: the ACE 
Charts collate information from every UK games magazine and fell you 
exactly which games are scoring what. .AND how they're selling. 

96 Hardware Buyer's Guide 

Our definitive tech listings and buyer's guide. Updated every month to 
keep you up-to-date on the hardware options in the high street. Check 
out the power, the programs, and the potential of each machine before 
you buy,.. 

117 The ACE Prize Crossword 

A pound for ACE should tie things up nicely (4}. And a prize possibility if 
you crack our monthly puzzler. 

100 Shopwatch 

Where have all the teenies gone? Long time pa .a. ss J. jig! 

100 ACE Back Issues 

The technological equivalent of the Dead Sea Scrolls: chart the mile- 
stones of gaming history across the pages of the world's leading enter- 
tainment technology magazine, 

103 Direct Line 

Amiga^ PC, ST, Megadrive, Game Boy, Lynx, and Super Famicom own- 
ers get the latest instalment of the ACE machine-specrfic chat columns. 

Ill Hot off the Shelf 

Those pretty hoses in your local dealer are giving you the eye. Which 
one should you take home for dinner? Check out our updated list of 
rave-rated games that are still strutting their stuff on the shelves... 

119 Public Domain 

Pat Win stagey assesses the latest PD gaming possibilities. 

121 The ACE Diary 

The month ahead: games release dates and a whole lot more... 

122 The Blifter End 

Win a free ticket to the greatest UK games conference ever! 



ACI hji brought you aver 44 
*ll p*cfc*4 With Info Ml ^emes tech- 
nology. If ynu'm missing any bad: 
1 ssuc-i - such at thii O**, whic h g « V r 
you •KClUtfoe-CoveraQ* of the tint 
PX. based VR system - Iheti tele- 
phone Mil A 1 05 1 D for aval labJIil j- 
and order details of rh*.cfc euit plOl. 




Every month the unique ACE 
Charts rate games NOT accord- 
ing to sales, but according to 
the review marks they got in 
ALL British games mags... 



ach month., we colled all the available UK games magazines, and check 
out the review marks for each game. Then we * mply work out the aver- 
age mark that every game receives - the figure in the right hand column (out of 
IOC'/ Thi- hKjhrr Uw rn.srk. I hp better the reviews. AND you C»n win it prut 
every month - see the opposite page. 

One thing's for certain: Mirrorsoft must be chuffed over the success of 
Xc-fion ir* budget re-felets* , And MkrOprOse't Sorcerers Get All The Girls i» 
st'mnQ evidente thai ip*ni o/anhu-i adveotures are still alive and kicking. 



IBM PC 




Chuck Yeager Air Combat Electronic Arts 


93.34 


Martian Dreams Origin 


92.93 


Sorcerer* Get... Micraprose 


90 


Heart of China Dynamix 


90 


Logical Rainbow Arts 


sas 


German- based Rainbow Arts stops the 




Yanks from making a clean sweep of the 




PC top five. W% also nice to see a change 




1 from the PC 5 usual diet of flight sims and 




traditional strategy - only Chuck Yeager, 




which is well worth the number one slot, 




and a good mix of gaming styles making up 




the rest of the chart. 





<mp mm 



The success of Castles on the PC just goes to show now important f i rst 
impressions are in the software business. When the program was 
launched, i&Qfnoi were knocked tideways (Ace included) by ihe ordinal sce- 
nario and authentic strategy. This led to a great deal of pre-release coverage in 
magazines that has obviously given the title very strong support at launch. 
Unfortunately, rt Ontygoei to ihow <>« our review on p*gc 56) how mislead 
ing first impressions can be. The good news, however, is that EA nave orombed 
a vastly more polished product when the game hits the Amiga. 

Meanwhile. Kxk Off 2 continues to astonish by re-entering the charts at 
number 4. its rather daunting to note, however, that K02 is just one of no less 
than 14 re-entries in the ST top 20 chart (as opposed to 7 In the Amiga), which 
could be taken as evidence of a dearth of quality new releases for the Atari. 



IBM PC 


Castles 


Electronic Arts £34.99 


Lemmings 


Psygnosis £34,99 


Colossus Chess X 


CDS £24 99 


Fun School IK (5-7) 


Euro press Software £9.99 


Links 


SSI/US Gold £39.99 




AMIGA 



Xenon 2: Metjablast Mirror Image 

Hunter Activiston 

North and South Action 16 

3 D Construction Kit Domurk 

Manchester United Europe Krisalis 

Third budget title to top the Amiga chart 
evidently no-one's forgotten the impact 
Xenon 2 made first time round. 



ATARI ST 



Xenon 2: Mega blast 

Lemmings 

Flood 

RBI 2 

Toki 



Mirror Image 

Psygnosis 

Star Performers 

Domark 

Ocean 



Lemmings hangs on but Xenon 2 collects 
its second number one this month with one 
of the highest scores ever on the ST, 



...and here's how they sol< 
Use the Gallup sales charts 
below to compare review 
marks with sales performance 



AMIGA 



Manchester United Europe Krisalis £25.99 
Fl 5 Strike Eagle II Microprose £29.99 
PGA Tour Golf Electronic Arts £25.99 

Monkey Island Lucasfilm/US Gold £29.99 

Lemmings Psygnosis £24.99 



ATARI ST 



Ffames of Freedom 


Rainbird 


£29.99 


Manchester United Europe 


Krisalis 


£25.99 


Armour Geddon 


Psygnosis 


£25.99 


Kick Off 2 


Anco 


£24.99 


Teenage MH Turtles 


Mirrorsoft 


£24.99 



92 ADVANCED COMPUTER ENTERTAINMENT 



pink pages 



THE STOCKMARKET 



In Addition to our gamii! chart*, we mlso have a bit of fun with the figures each month 
when we produce the ACE Stock market. This it the list of th* tcmnpaniB-i, wh»w gamti 
in getting th* hlphvrt rtview marks at the moment. Any software house that gets to 
the top of this Roil I Of Honour has a right ta track dpen a battle at champagne... 

H*virvg equated all tha oames reviewed in the latest issues of computer magazines-. 
we calculate the average mark that +*<h publtehwr received for every one of its games 
en a*ch format. We print only the top 25 
umpanl-t* each month. In fact we keep 
tabs on al I of thom, but you dnn'f w*nX to 
read through a list of over 100 name* in 
every issue, Occasionally a new company 
will enter the listings, in which case its 
name is marked with an asterisk This 
month, we welcome budget labels frtspray 
and Star Performers, straight in at number 
one, and Hi-Soft, better known for Its lan- 
guagei and ut^itip^. to th*. AC F Stock 
Market. 

Finally, we take tare that the informa- 
tion here is genuinely useful. that and. 
we don't count companies which have only 
received a >ingle solrUlry review. 



How HO) ware last month's 
games? 

Drapitc umm vary high Individual mm 
ttw ACE chart*!, «*♦ SoHwm l.«d»>. whkfl it tt>* 

awerag* e# aji marks r*eel¥*4, H at lb. tawest ret- 
tng tw It month*. How c*n thh. b*7 Well unfor- 
(wnvtely, cHmgiUe all tha danNno rtuff listed 
en Ohm pages, there have been nam* budget 

•linker* evt en review ever the (art month, 
which Kan* pull*d Mm flour* **vuri gam* 
mcalvad th* (tunning «bWf*ge «t 9.5 «ut of 100). 
watch tha Jndtsc nejrt month te» tw* hopeH * 
return Ip t^tiuiMki Mrvlce, 



Software index: 



PUBLISHER 


SCORE 


Action 16 


80.88 


*Star Performers 


96.25 


Activision 


80.57 


Psygnosis 


93 


GBH 


80 


Origin 


92.93 


Infogrames 


80 


Micro |p ro^e 


91 


Core Design 


79,67 


Krisalis 


84 42 


IDEA 


79 


Sierra 


84 


* Re spray 


78 


Mirror Image 


83.53 


Electronic Arte 


77,67 


Virgin 


82.5 


Demonware 


77.5 


Dynamix 


82.08 


Ocean 


76.79 


*KiSeft 


81.75 


Millennium 


75.25 


Gremlin 


81.73 


Rainbow Arts 


74.06 


Bitmap Brothers 


81.5 


Hit Squad 


73.8 



WIN A PRIZE! 



If you can predict the entries in 
next month's ACE charts I NOT in 
the Call up charts i. you can win a 
free game for your machine. 
Here's how.., 

STEP ONE 

Find a postcard or wnrt* your enlry 
on tte back of an envelope. Fnter 
your name and address, a daylime 
telephone number it you have one, 
the machine you Own, ynur age. *ld 
the Round Number [n the bo* 
beiowl. 

STEP TWO 

Examine this month's charts, Then, 
us*ig your Knowledge of the games 
scene, try to predict wNch games 
wi come top of the ACE charts next 
montn Finally, enter on you* post- 
card: 

* the top game Fpr the IBM PC 
e) the top game for the Amiga 
e) the tup garie for the ST 
YOU DON'T HAVE TO ENTER A 

SUGGESTION FOR f VERY 
MACHINE! But nemwiter mat your 
chances ol winning may increase 1 

you do. 

STEP THREE 

You can also try to predict **ach 

company wHi be at the top of nent 

month's Slockmarfcet listing Ism Wis 

page). Enter on th* card: 

The top toftco will b«,„tname of 

company.!' 

STEP FOUR 

Post Die card IWTTH a stamp!! lo us 
to arrive nrjt Iflter than the ctosing 
date for this round 122nd August}. 
The address, is; 
ACE Stock market 



30-32 Farringdon Lane 

London 

EC1R 3AU 

The first correct forecast lor each 
chart taken out of the hat wins a 
prize. If you get more than one entry 
correct, you'll be entered n farther 
draws for each category, thus 
ncraasaig your chances of winning a 
prirt. And don't forget to irnAide Die 
Round Nurntrerf 

THE RULES 

* All entries must be received by 
AuBust 22nd 199 \ . 

• no employees of E WAP, or ol 

•anv company involuted in ihe prt> 
doctcn, distribution, or sale of 
ACL Magazine are eligible for 
entry. 

• Only one enfry per household. 
Proof of postmg not hekj as 
proof Of dfl*i*ry. 

# We cannot undertake to detver 
specific software titles as prues. 
but rest assured that we wi 
make every effor1 to ensure that 
Hie games get Ihe adrenakn 
pumping! 



THIS 15 

ROUND 22 

Round 19 winner j: Steven 
Grimes of Chekmsf ord who 
spoiled S*rtv for the Amiga , 
and Erik de Loot of The 

Nether! end* who got 
Lemmings for the ST No 
qualifying entries,, however, 
pinpointed Sim Earth for the 
PC. Ah well. . 



AMIGA, AT ARI isi PC SOFTWARE 



DIAL-A-TIP CHEAT-LINE 



The Tipster 

TIPSTER IS THE NO. 1 SELLING HORSE RACING PROGRAM 
AND CONTINUE TO OUT PERFORM NOT ONLY ALL OTHER 
PROGRAMS BUT ALSO THE BOOKIES. USING DATA FROM 
THE RACING POST D, MIRROR OR ANY NEWSPAPER. THIS 
PROGRAM WILL SELECT THE BEST HORSES AND OFFER 
BETTING ADVICE. 

The Punter 

LET YOUR COMPUTER TRY TO MAKE SENSE OF THE 
AUSTRALIAN POOLS. THIS SOFTWARE CAN BE USED FOR 
ANY POOLS COUPON THE BRITISH LEAGUES ARE 
INCLUDED FOR NEXT SEASON. 



The Doss 



THE DOGS USES DATA FROM THE RACING POST AND MOST 
NEWSPAPERS TO RATE GREYHOUND RACES OVER FLAT 
AND HURDLES. THIS PROGRAM IS VERY EASY TO USF_ AN 
IDEAL GIFT FOR THE MAN WHO HAS EVERYTHING. 

League Manager 

THIS PROGRAM ENABLES YOU TO MANAGE UP TO 14 
TEAMS IN 5 LEAGUES ON ONE DISK. IDEAL FOR SCHOOLS 
AND AM SPORT IN( I UDING: RHU FiAl I . L-iOl.l- SNOOKER 
DARTS, BILLIARDS, POOL etc. 

The Bookie 

THIS NEW RELEASE CALCULATES THE RETURN FROM 
MULTIPLE BET'S, YANKEE, PATENTS etc. A GRAPH DISPLAYS 
VOL'S DAILY BETTING PATTERN* THIS CAN BE USED TO I 
INCREASE YOUR CHANCES OF WINNING. 




for cheats, tips, pokes and 
secrets on all computer and 
console games, ring now on 

0898-10-1234 



From Ireland Dial 

03000 21 244 

Updated weekly, 
Live Computer Helpline: 

0898-338-933 

PRIZES FOR BEST CHEATS, TIPS, ETC. 

INFERNO 

Interactive Phone Games 

CASH PRIZES 

NOW ON LINE 

0898-442777 

Send to: PO Box 54. Southwest ManchesterM154LY 

Proprietor Jaquehne Vi"ic| r i1 

Please ask permission of the person who pays the bill, calls charged at 
3Jp per min 'Cheap Rate r 45p per min at all other times. 



1.34.95 oiifh, or any 


2 Inr 149.95 


MliMlHTII SON U Alii 




l H III UCII SI 


Send £9*95 


MDMOl- JM 


for a DI SK) 


DEVON EX 10 HI A 


DISK. 


11 1 l.PHONl;: <M9S 577KK4 





■ 


Aogd Bona 




A-Mu iMac En-unhHi 




De-vPac 11 




bona* . - 

Hfc5*i BmK 


27 99 






37*9 


IJIIlf "1 




U.i. HuiU-l TjT^flfl 


19 99 


PraawtV.4 


»n 


Bu^tfe*** PMSunal Z . 


2! 99 



24 HRS 0908 564369 or the shop - 0480 73331 




AMIGA UTILITIES & BUSINESS 



QHAPHKS a VIMO 

C,*>1T*,I Scraaar 20. BO 

DPMHI (i>dln*| 57 50 
Raring* Bar* 20.80 

pinrttn ^aim |P*I| t2/.50 
Rwhcm p*ni 1 1 Pit i mo;. 2 ■ K 
Pnjfeumna! Draw 2 

19*90 

Pr&VdaoPfcii lTTH 
SrtnK 3DKLlP«l m*l 112 00 
Ttv A- Trad .. . 24. 99 

T(rtcS** *7» 

TV ShM 2 2 .Pal i mov JT 00 
TV T« Pp* |P*I| 90.50 

<P#VaUI*J> HO 75 

VMaoCotojrUpfpnf* 182$ 
HCMIMP* 70.90 



A*Q1 Scrti 2 0 45 !"S 

DeAjaaMuPt 90 2$ 

Muilc X (UK Vkw4 94.00 

Mutw So^4 >git it" 34 BO 
Fw« Bound apum 77. BO 



31 BO 

a. no 



1 EDUCATION 

77» 

Fur SeTO £ w »*l**cri| 

E12 90 

i Wlll It— H 22*0 
5p»faom4fl«7*(eeD>l KM 
^StK f*00 

Honw AcoDUrti 20 7* 

ribfn* Qftea Km 97 SO 

Mndmok 2 0 i MB 

ia mrnaiidad 3*99 

fit hK?> Typr^ TjV» ■ fl 75 
UtCSTbDCSE VilH 
ur.-,,- *c« Franc* 
Hunt QC5E English 
1 1 «.-!-• i it.39 
Mtusui Word Prorjuecr ..1B.25 

P*H M | 1UEt] Bfl B0 

Piodaia M DO 



4J41mn r 

W M 

JlAT&SOUND 

32.98 

CwQd 9»» 

DekiiA Pa** 1 11 »99 

FarniiHin 24 44 

Mil Ifluild 12*9 
Prator Pwrt 1 1 1*4* 
Quart* 34*9 
StudUMag* .9244 

OfcwpKST Y2.0 .41 M 

frtT*Dn*PW 55 90 

Fit* S*aai BT flfl 

ttaaft Baric 55 B0 

HMll C 34.90 

tflWl 34.99 

t&gnpM 2 TV.ao 

K-BpAHfl) 1 19.71 

K ■praad£ -*i 40 

KWtrf 2 29 90 

C i0>40 

I 3*90 

5540 

Pre*JnlY4.2 69 90 

Purcfioe* Ladgai 34*0 

3dlML«v*r 3*90 

Wflrfr; 2*90 
Tlm n ala DTP «90 
WC«w*HDCE3aORS 

€u*IIVK*2 12449 

<>™K«h« J 3499 

Parpal 44 42 

Ptotal *406 

PhWN 3- 99 Bi! 

Scnbtri* Claim* 411 « 

Tunecr** 32 91 

Mh'HwIhv: 144.91 

UkKrt PkM 69 BS 

Snni* lrt4*t*0ftP«l 34.98- 

SCoprBaLi^p-lftto. U.94 

Cradri Tut Senior if) « 

Moi*V4H) Bt 

Otg. View Grid 1i4« 

Fm:iwTif*ne»' 56B94 

SoU Dtah Typ* Wdao. M« 
Hiutfn C«rrurj 1 16n*i 199 BT 
Kirs HeedVra, F<jn» 2 94*7 
MitQtr- Ganlocfc 9? ST 

Pra-JOl D 31 97 

The Drucr 4744 
T>ie DrsckT WK* 2: 

Tin* Pjgp 1 

TV P*ot»#**ft*l »B2 

Vo»THf MMT 

Vhi Amiga M,L [>>a*j^ ** W 

VMOMDnw 1* m 



MICROSMART MEGAQEALS' 



All Inr upgr^dR m-.i riirch 

1JMMMI 



«99 
4fl.«B 

3(1 44 
59.99 

I 

49.99 



THE LEARNING YEARS 



Anr.w«- fin:* J-rtCtf 11,44 

Aniwv Bach Sjanor 13.99 

6Vlo< 3*w»"0 l*-14!} 1fl.» 

««fail2 1«| 19.B9 

w DlKOMa ff Nl 14.99 

CWMiCHnay 13B» 

14 99 

H,H 

13 99 

_ 11.44 

F>i1 LjMHi a 1 "^ ^fl*^4 



f 111 

Fyn 3 lu^dv a; 

F jn Sc*xxjl 2 («-fl r 
Fsrt 5choM 2 (9+| 
fvi School 5 (unda» 5> 

Pun 5chol3(5 7) 

5*h*Bl4 4I*> 



Ch.H»ry« P*lw^ Ei 
Hosptr I Harnaaa 

h*i*ft Ti/W* 

4aaJatTwkl fa-14) 

W TA*. 

Lbii ioot al Pom 
L*i» 3p«4 41 Stofrt 

Mage maai |*-t| 

UlMWil 14-121 

MMhla* 

Micfcrirs Runaway Zrw 
MMWirt CreaMwrJ m: 

My PaJrrl _ 

PMMflPat ... 

^ro* i- jj wcd» 

rrHimm TmUnrm 1444 

°i<* PaM a new dan* 19.91 

PulJta Bu* Vol 1 _ 14 9i 

Slt^y 1*.«4 

- nng NotatxH*. ...„■ H« 

SfpanithTMW 1 3 Bfl 



16*9 
13« 
13 99 
13 H 
l«.9f 

15 39 

13 99 
19 M 
IB 99 
13 99 
12.98 
18 BO 
■ 4 90 
U» 
• 9 99 
•I- It 
IE. 99 
•19? 
12*9 
?2 99 
- N 

16 99 



ORDER FORM 



THE NATIONS TOP 125 TITLES 



Bijdoun 



...5yr._.. 



0)051 Ch*nif*>ftjhp»?175 

CwJatWna lePW- - — - - 

l~ ,j hj -"i 1 1 1 fn R m\ i (i Ti1 .... . 

ConQMati al CiiMH 

CmKi 4*4*1— — ^- - ■• 

Garrocloa '598 

Oiaaar* & , *8*h ^ 21 » 

Cmiyn Huflfi«e 3ow*» - - - '3 » 

Eatapa Frort Siruaa Cuaa>_ _ — 

F*Ljpa Plarat or Rcbol tA^tWi 1390 ■■ 

F 29 Hfllaikatar _ 1699 

Fir* and ft-imslon* , _ lfl.flfl 

flood _ _ „ _ - - 

Harr/» Quasi 1 1 mbj 

Impwiurn - • 

II tama Fran- Th* D#$tf\ (1 n4B| ~ 

LaalNnji11 13 » 

Lawuna Soil Lvy 3 - - 2fl 99 

LdH Palrn* 13 99 

Mean SfraaaJ" _ - - 1*.Bt... 

H*a29 - - - 



am 

...1*90 

1498 

...1IW 
23 90 
.26 99 

2S99 

.... 1C.B4 

14 99 

1«99 
12.99 
26 99 
13.99 

.... ii.ee 
... ra ee 

. 1-B 9i 

1699 
. 1&99 
1&-» 
2S99 
1&OT 
16.S9 
1999 



HlKh«44a/ UnHfd 

Ufir 1 Hur-iai In Sar. Franciscrn I 

■VldnigM Rasit^ancfl ._. 

Midwinaar _ 

Haw Seaa*' 

"tfU'CrtlflfK* 

Oparalion Tnundamorl 

Pip« Mania _ 

Plafwr Uanagaf .._ 



— — . tM„ 

13 99 

*m 13.9*... 

■399 

.13.98... 

'6 39 
1« » 



Ro(Hi* Troopar ■ 

RWI ilorm rtaang 

Shadow War™ _ 

*°( __ _. 

SpaoeClua5l2|lin64 
$i4porCari lOronUma; 

Thair Firwnt How 

Ttinrlpw...- 

T.VSnorh 



ATF 7 



. 799 
»H 

9.99. 



Rl— htdl _ 4 99 

Bahftiu _ 4 M 

Etooo Mo-at ? Bfl 

BouUarrieih Csrmi . .4 99 

Bmpn 0<*&+ FtooMI .6 99 . 

Ruli RAQMl " - 

Caph*' i«44 

Capum Bood ......449 . 

t*^j*WSo>*a» 7*9. 

Char*ai»cn^*n*n 7 99 

IHlUff ITl - — 4 JO 

>Gr«>*Hn» at* 

ComOuokifB n.» 

i.:onm I-, i .no 16*9. 

0 Dot*** hwu ftaong ...7.99. 
Huh* Sfna T at 

Dot*** Cuaaw 7.99 

>K^jri Sp* 1 ! 4 09 

□ragani ^fati A B* 

OraMiin ,. - ifl.B* 

IJitft ntfen a 99 

ES.M' 1*4t 

£rjr ' - — 14iBO 



—AM 

7«h 

Zut 

7** 
IB99 
24*9 

444 

B » 

. 7 99 
49* 

4.B9 

.. 7.99 
4.99 
9 99 

l»9fl 
IE SB 

.4.98. 

.7.99 

.7.99. 

Alt 

49B 

.699 

...14 99 

TM 

799 



XOut 



..AF..._. 
4B« 




_41 



1099 
4.44 



f h -y Tata Adv 

Fanuaf WWW QwTf .4M .. 

11«EVK112.9B 
PJt 

FriMtaH**"*! B« 

l>0«n*f*»t-_ 790.. 

Cam-* - .4 49 

Guntha» - U **. 

l>nrrM 11 _ -. 7.t»... 

(Man turn ' fU*.... 

Hani EVwan ..J**-. 

NlgaaVrPlMa ..□.*».... 
Hotnj nl Pa SnadOa... .7.99... 
HbtywdOd CcHtnon <999 

mdan>pa44 SCO' 

■Na iiaau n 9A4 ... 

W3Dlanni| 7 Bfl 

JjdOll>?*l J 13,8*.... 

Jtr^pne MM _7.M.... 

KdQkMA _ JfM.... 

Haa „ 9« 

»^YlO"£OBJ -**■-■ 

kk?. ifjf n Magi . . 

I ai 1 Squad... .494 

L4adani0*4 6B0 _ 

LnecfFl*' 16 99 

uHwOr nwttBngSwn ii M . 

Mwac* .4*9 

1«» 

N<'|» SfMH 444 
I***! South . BH 

..*.*9 .. 



.4 Bt 
9,99 

. 12 H 
7 Bfl 

...JlBO 
7 99 
6 Bfl 

..12 99 
799 

BW 

...jflBO 

7.44 

IU*j 
l A 40 
2 M 
..7*9 
13.99 
...T.44 
7-44 
B.99 
9.99 
14 9* 
El Bfl 



P 47 Tbundtrtcti 



.IT....... 

„I*». 



<•ljU-l.nl " 

Ckj*ii lor r>e Tmefrt 

*WF Mirt* 

Hh* Da<o*'oiil 

R-»il FlAnoai 

SjIb.-.. •';.«-■ 

3*d«hi «4 LuthMiAa ' 

5aoa WaiwMn " 

Stanl ' nr. ,■>. 

Stndpr 

FjMfiOn;. — 

5ft.ViSpi _ _.. 

BwViSp, ii 

Spy VaSov ■■! ., ., 

SuparHangOi 

TvvnaavMinlM Ti>W- 

Tsii'i ua^jfid _ 

rtna Mec*we 

t»»T- 



'B.99 Cp»irtDfi M*p*ur* . 



194* 

.11.99 
... 4.99 
.19 99 

...*.BO 

499 



h V i 

3 .99 
B 99 

1*4.. 

3.99.. 
1999 
If BU 

4.99 . 
.16.99 
,19 99 

499 

+ <HJ 

.4 99 
...8 99 . 
.1990 
39 99 
JW 

Bta 
I D 99 . 
16.9? 
•15 » 

.B.9f 
4 » 

14.99 
12.99 



19.99. 

■^ihMi or iIm D#fmfi ' . ..16.99. 



Tiwujtfw^Mnl 

Tv &fotm FHabal 



. 7.99 
... 7 99 
lit* 
..Jt.90 
. 999 
*l* 
...J0.HI 
...J 90 
1*40 
11*9 
995 
If 99 
■ 9*4 

.4*9 
* 99 
499 
B.99 
1944 
39*4 
B Bt 
9 99 
.19.94 
it»* 
.19,9* 
..4.99 
494 
...ABO 
I* 99 
174* 
..1*99 
.19 90 
•<■<•> 



COMING VERY SOON!!! CALL FOR LATEST DETAILS 



tM£OMM _ 



Ancaini Cwuj 



*r-^ui Oaodbv 
Badi ib-H FuK»f J 
of* i> 



^l^F^n-a, 

i¥f'^- u 

But Uu — .. 

B>a«baattni 

ChcnCnalanaa 

CKuCk T4fl»I A' v? 
•J.jmc^HTljTuian Oak 

thaaa AjnaipM 
Dyiwnntr 
tUTIPtan : 

f^oM OlT* llfifSif 

QuWl 5' « AJIKJ. 

Laalhna } 

kAdwrrtaFl- 



.13*9 
.1790 


H*M - 

Nan?? Pda — _ 


24 H 

....—..^...r^.. i7.B4 


22 99 
■ ««» 
»B** 
•b 99 


P*n«o — 


_,.„„ 17*4 

„„„^,, IT.** 

_ _ _ itt* 


F^aoakK2 . 


1? Bt 
1799 

.16.99 


•7 99 
17*9 
IB B* 

22.9 


maovxeii PvvZ] - - 

HnOw. — _ 


3*.nai iVm Wan) 


1749 


SMoo* Lirr-o»< 


179* 


IB. 99 


tiniamnn _ _ 


„,_,„ 17 98 


1? 99 

.19.89 


3i*' Tiak.9 . ....,_,.„ 


1698 

._ _ 14*9 

_ _ 1C9B 

1799 

r 17 99 

19.90 


1989 
1994 

.16.88 
14 99 
790 
1398 


Super Cm 2 (Gaarrieni 

Suo*r llMaW OP 

The Kaap _ 

The Pi)r*thar ,.,.,.™. 
To*i Goei i*« _ — 

Tula RkjAl .... 


_ '9*9 

__ I7.t» 


l«99 
DM 
.1998 
If 99 
16*4 


'699 


Tkatar . „ _ 


... - - '9 9* 


Llt»waie FVt« 

v»na-n* 

VU 


... . 16*9 

....—.m.-^, .-. 1744 

1444 


.10*9 
IF99 


Wanoc« The An'p'uai 
Wr/reVrtnd _ 


17 B* 

„ ,„ 1M4 


1944 


r-*4-— - - - - 


„ 1-J99 


Iflt* 


Briaa 





ACCESSORIES 



NoWwj Mou» - 

P™nr D"*T 3 5 - Of* S,T.'Amfja.. 

QS2Tu*aO... — - 

QS3Tirto _ _ 

5 1 Conirvif Mojm 

Compo Pro Extra 5000 

40 LsehAtaA Dm*. Dm*. ! 

00 UjckAWa DiA Bo K - - 

MccsaMat. _.„™ 

McLna Pocwl - — 

Amiga 4 player 4daptt< 

Amiga '560 Dual Oi*f - — 

bafc Clearing KH..,™„,.._ — 

Box 1 0 Buh dotu 
Branded Sony (Box 1 01 

Amga + £T broaa 

CMBB33 2...- _ _ - 

Monaorlaaal 

LC20Q C0*X4 * Mono + pnnta*.... 

LC 300 Z* MonQ Pnnta/ _ «, 

LC 200 ?4 Cotnu PT#»ar _ 

ALL PHOnJC-TS are SUBJECT TO AVAIlADILmr *4-L PftlCtS SUBJECT TO CHAMCiE WITHOUT | 

NOTICE E U 



JUSTIN 
GB ROUTE 
£32.99 
Calculate Route, 
Times, Fuel Uses 



THE ULTIMATE COLLECTION 




AMOS 34.M 

Aushirfiti ft 96 ...9.99 

SAT* •»« 19.39 

Back Td The 

Fuiuro 2 .i««.iesg 

BolBrnOB Pow»rl*99 16.99 
tan Tn* 

Movie i3 99 '6 99 

Battle Ck>rwn»nd1 6.991 6 99 
Banie oi Bf<umi99i i»99 
BaTrtlCrw. ..16.99.16.99 
Mb Master 15 99 if *9 
0% M KidV. .16.99 .1699 
s WBpTkx* 16.99 16 99 
Bk»d Mpnej- ..16.99 .16.679 
Bkrtd*y£*i Data 

Ota*. 9.99. .9.99 

Bomber ?l.».2i.99 

eonr-3 MinapwrL] 9913.99 
BS&Jane Sey 

mtMjr 16 98 16,99 

Carriarr CpjrTd .14 99 .1J.9S 
Cavadar'... , ,i*99 16.99 

6*ck 16.99....- 

Cfajck Ysaoer'' 1 6 99 .16 99 

CKBS41 HO 13.99.1699 

Colorado 16.99.16.99 

CwnlHRacer..l3 99 

CowMtkxi 16.99.16.99 

C^rnofldo .... 13.9* 13 99 

Comrnawki Wa# 1 6.99 1 6.99 
Cwtftd Euro(Mi6 9S. 16.99 
Cd*cki6*s BoquoGt 

limb) - 25 99 

Cc4*q!uwl:Caimoini 

(tmft) 26.99 

ConqiUBrw 16 99 16.99 

CoMinflntai 

Circua I39S 13.99 

Cr^.kdDwrl 13.99 13.99 

CrbU>Cani2...t1.|5> 14 99 

QamoctcTB 13.9913,99 

lan Oara H 13.99 .13 9S 

Oark Conlury . 1 6.» .16 99 
Grays OI "PA'dOT 1 9.99 . 19 99 
DoflBrEEIHl ■■ 17.99 

0**Tf*Cy' 16.99 16 99 

freT^sLeWiV..- 26 99 

DtagMis Laprlmb- 26 99 

Darkken ,,21-99 31 99 

EdilkjoOof... 16.99 16 99 

EJ«fl 14 99 14.99 

Efltyi HugOi 13 99 13 99 

Mon*l*fS 13 99 13 99 

Fl6Co.nbai 

P"0t 16.99 .te.99 

rti nmm runt it m 

F29 Hoiahaioi .16.99 16 99 

Falwn 16.99.169B 

FarrtMvtaten „„.„.' . 
Fill, oi Misv.jm 

Diek 13.99 1399 

Fafcofl MiSAOn 

Dtsk 2 . • .13.99.1X99 

FinaJ BaTtlal- 16 99 

|Fir& *JTd Qnm ■ 

|l*>na 16.99 .15.99 

Fifa a Fo*ae1 2' - 16-99 
Fig^&ni 2 .26.99 26 99 
FtflMrjIlliO 

Imrudof 1699 1699 

FH Disk 7 <* 11 13.99 1399 
FM &«k Eunopnl 3 99 13.99 
FH&Sk Japan 13 99 13 99 
FttHbaH CwTOf 21 B 9912 99 
FrbsJI Manaoor 2 

0-flpK 12 99.12^99 

Fuluii! Wan '€99 .1699 
rjhOBRwslors 21*99 .16.99 
Qho*liOeifc*nBl3.9913 99 
GtWJHi ■ G*iT» 13.99. 16.99 
Orand NKIkMiJ...- . . .13.99 
Qrafid Piw Cifcuit .16 99 

Cravny 16.99.15 99 

Gf64nWn B 2\ 13 9* 13.99 



»1 AH 

Larry 2 19.99 IB,1 

Larry 3 2* 99 %■ 

L*5eW» To Ml 1? 89 '?M 
L>lai*Oa*h-... 19.99 'BR 

LM/1t Fr>rco 16.99-* 

Loom 16.99 * 

Lord*C4 Raafk) 

Sun ,. _.' — 1 

Lobi P3D-0I .1399 HM 

Uagnum 4 16.99 IS.M 

**anch9*f4f LW76.99J14j| 
♦AinhurttOf N * 16.99 
Hanhwirar NV 

Hkri booh 6.99 6 

Manhixifer S F21.99 
Manias M^liB40ri16.991tll| 
Masri. Mardwr 13 99 .134 
McropfDS* SOCCU.99U 
Ml TankPlal' .21.99 21 

MiOwTiwr 19 99 It 

MKt/iirjM nasi.9t13.99.lt 
MhTt'OthooCornlSM .■ 
Mh^OtttCO 

OaphK3 16 99 .< 

Mir.iOtrtC4iSpdl6 99 , 

MufOtef" 1699.11 

Now Zaa Story 1399 .11,41 
Niflfvl erood' ..U«.1« 

Mcro" 16ifl.lU(( 

Itortfi * Sou* ■ 9.99 ...9.991 
Operatien TT3oH13 niMI 
Opwation HarT l i6»1A9| 
OparJbon W0*T 12.99 I4.«l 

Paper Boy i?9& \1M 

Pipamani* 13.W.I&4JT 

Plr*1« 16.99.1 

Playa. MartaOArl 2.99.1 
PlOttinfl' • 13.99 .1*J 
PoliCflj Ou6Bt . 16 35 I 
Ptjlica Ojofir 2 16.99 .1 

Popmas 16.99.1 

FlopuluPr Land799...7. 
Povrtn- DrOfne . .1 6.B9 11 
Power Mcroar.T6.99 .1* 
Procdus Mel* 15.M If 
flair*™ biaryd9l 3.9B14J 
Hod S.1»m ft*n C i5 9* 
flick DangaioiAl 6 99 I 
Btck Danger 2' 16,99* 

Rqk 13.99. t: 

Aobocop. 12.99 -U 

Roboccp2 . ...13 99 i*. 

RTF Honda 1499-1 

Shadow WW* 13 99 1*41 
Secrel Of Money 

Land 1999 H 

Shadow Of ih* 



FAX 090 B 262551 
24 Hr Hotline 0908 564369 or 04ao 73331 



[TITLE 


COMP 


PRICE 




























TOTAL 





Have you orde^TromTjs tafor*? 
ACE 07/91 

NAME ! - 

ADDRESS : 



~V»— 1 HO- 



TEL NO : - - ■ 

Please send this to Mlcroamart, 127 High Street, 
Newport Pftgnell, Ml I ion Keynes. 
MK1SSSE 



Haavy MftluJ 
Hitslar 
HfrurtdS Ql 



13.99 .15.99 
16.99.16.99 



Shadfaw . 

Impotflum 



.16.99.15 99 
.16 99 16.99 
Imposaarrxjio T3 99 13.99 
Indy J Act»n.13 99 13 99 
tody Jonea Adv1 6.99 16 99 
•M_iv JCKii*E> Hinfl - 

Bcok S99 .5,99 

Intsrcoplor 1B.H 

J. Nick dui E.Ktra 

Course* 9.99....- 

J. MtHaUl 00*16.99 16.99 
J. r*x*laiJB OnlimiHid 

GoH 19.99.19.99 

Kick OH . . 11,99. 11 99 

Kick Qfl 2 12.99.1299 

K.Dtl Extra Time7 99 .7 99 

KdGh»M 16.99 15 99 

Ml Gam* 

Shoy,' 1B-99 16 9G 

Klaj 1399 13,99 

1§99 1999 



Snadow Of The 

Beasii E4 9 

SruBrmanM* 1699 

SrWkSlM 129t li 

Sitenl Sar«:e U99 
SitwormlV' .1399 131 

SimCity '9.99 ItJl 

Sim C*y Tonrajn ,- .....Iji 
Silk*orT 'SflJ 
SkaiO Or Die' 16 9M ■ 

Sly Spys 13.99 til 

Snow S1r«w T ... 16.B9 H* 

SpacaAoa 26.99 2*11 

Space Quest 3 26 9t 
Space HltffMH 313.99 
SpyWtaLrwad 

Mo 13».I 

SiarOlider2 uss i 

Sloe 19.99.. 

SlOB Comp4*r 13 99 .. 
StoB Gan*S 

Gatofl 16.99.. 

StoaMaoEtrQ ik-m . 
Stos SpmlS 6001 1.99 
StunFtunns* 1699 
Super Can .. 13».tt| 
Te>enage Mi/an) 

Turtles -~-M 

Te«ir>, v e2 . M 

TechncHOjnd 3994JH 
riDfive2CaiH 

ChaJlanpft h 

T*ft Di vn 2 Must* 
Cars . -il 
Teisr Drve 2 

Supa«Car( - _ 

ThL*Td*tfr*aj..l39| 

Toohn 13.99 ,tt 

Tr,rainaca1 J - 

Triad Vol 3 ,, i999. a| 
Turtria OH'ur . 1399.MJ 
TVSrjorteFrJoaln6*}ia 
Typhoon Thomp.- 

Twtn World 16,99 ,li 

JMS? 19 99.111 

u*#S Sconaro i B W 
yMS Scor^roaii.s* 
Waitrvsa . . 16 n 
WG.Hockay 14.99 
WWigo „..,,„_■ 

VV.-.gfi 0l Fury 13 M 
Xarwi 2 Mega 
i- . .19.99 



9 99 



16.99 
14 W 

13 99 

1R 
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THE NATIONS TOP 
PERIPHERAL SUPPLIER 



JOYSTICKS 

Quickjoy Junior 

£5.95 
Quickshot 2 Turbo 

£9.99 
Comp Pro 5000 Goal 

£9.99 

Comp Pro 5000 Extra 
£12.99 
Star Probe 
£10.99 
Quickjoy Jetf igtiter 
£18.99 
Top star 
£19.99 



RADICAL RAM 



1/2 MEG UPGRADE 



The best on 
the Market 

/ith clock £24.99 




Without clock£21 .99 



Space Ace 
"'Mann:: I ;i ' 2 

E>aaon Mafltw 
J.Nicholas 
Kick OK ? 



MICRO SMART MEGA DEALS 

All Inc. i 



5e.» 

46 99 
39.99 



MICE 

NAKSHA MOUSE 

PLUS! Operation Stealth 
(Amiga St ST) 
£24,99 




Mega PC Mouse Pack 

Dr Halo Art Package 9-25 Convenor. 
Pad. Holder, Superb Quality + Value at 
£24.99 



ACCESSORIES 

DISK BOXES 

^■5 40 Cap £5.99 

80 Cap £8,99 

5.25 50 Cap £6,99 

100 Cap £9.99 

REMEMBER DUST KILLS 




1000 3 5 Disk Labels............ £9,99 

Disk Cleaning Kit „. ....£2.50 

Mouse Pad £3.99 

Mouse Holder .. £3.99 

4 Player Adaptor , £7.99 

Screen Filter , £9.99 

Printer Lead £9.99 

ST Turbo Blitz Lead £19.99 



MUSIC 




HARDWARE 




GAME BOY PACK 
£69.99 



16 Bit Mega Drive & 

£165.00 
Sega Master System 
£74.99 




1 ring for cheap & comprehensive 
list of all console & hand held games & 
extras 



Turn your 
Amiga into 
a Mega 
Sound 
Blasting 
System 
50 WATT 3 
Way Speakers Power 
Supply, cables, Headphon - 
ss & full instructions 
DULY £49.99 

Midi Interface „ 

E1B.99 

Personal Stereo 

Rewind, Fast Forward & 

Mega Bass Switch 

.,„ONLY £14.99 

#Call lor details on 
ihe new Roland 
Synth Amiga kit with 
Sampling & 
sequency 
capabilities 200+ 
sound types with percussion & 
sampled sounds. 

Tiger Cub ST & AMIGA 
ONLY £94.99 

Music X £59.99 

Master Sound Blasler 2. £39.99 

Techno Sound £34.99 

Sound Blaster £49-99 

Aeacs Soni* £14.99 

Drum Studio £4.99 

Deluxe Music Con Kil £54.99 

Arnas - Midi - Digiti&er £69.99 

Ouartel (ST & Amiga) £24.99 

Perfed Sound £39.00 

Audio Engineer £149.00 



Amiga A500 Screen Gems Pack 
£379 irws WAT & Next day Courier 

Screen Gems Pack 



Amiga 500 51 EK keyboard! with built in 1 
Meg disk drive # Free TV Modulator worth 
£24.99 allowing you to use the Amiga with a 
normal TV • Joystick, mouse mat + 1 0 

Wank disks, mouse + main? plug * Amiga 
basic, Amiga extra's 1 3 workbench 1 3 PLUS 
Amiga step by step tutorial * With a further 
lour new releases • Shadow Beast II, Back 



Amiga A5O0 Screen Gems Pack Extra 
£399 irlc VAT & Next day Courier 

Screen Gems Pack includes: 



Amiga 500 512K key boa 
Meg disk drive * Free TV 
£24,99 allowing 1 you to 
a normal TV * 10 free g 
software has a potential 
Joystick, mouse mat + 10 
mouse + mains plug « Amiga basic, Amiga 
extra's 13 workbench 13 PLUS Amiga step 
by step tutorial ■ With a further four now 



with built in 1 
r worth 
iga with 
PLUS 
£200 • 
disks, 




AMIGA A500 CLASS OF TH E 
1990's BUSINESS + 
EDUCATIONAL PACK 
£499.00 in c VAT & next day 
courier S2si 

FEATURES 

Armga A60OTV Modulator * Midi Interface- 
Software • Kind Words II wordproc'or * 
Page Setter DTP • Super Base Personal 
Database e Maxplan 500 spreadsheet • 

Amiga Logo BBC Emulator Deluxe Paint II • 



Vision Pack 

v 



Amiga A500 Sou 

£399 Inc VAT & next day courier 
Amiga A50O §1 2K keyboard with built in 1 
Megabyte Disk Drive • Free TV Modulator 
worth €24.99 allowing you to use the Amiga 
with a normal TV # Deluxe Paint II Graphics 
Package • Shadow of Beast II horizontal 
scrolling games software * Back to the 
Future film action software * Nfght breed 
state of the art graphical arcade action * 
1 0 free games worth £200 » Free joystick, 
mouse mat & 1 0 blank disks ■ Amiga Basic 
Amiga Extras 1 .3 Workbench 1 .3 PLUS the 
Amiga Step by Step Tutorial * All leads, 
manuals PLUS Mouse and Mains plug * 
PLUS Days of Thunder serious fast 
. software e 



PRINTERS 

Star LC24 200 24PIN including 
ST/Amiga _ £259.00 

Star LC200 24 Colour including 
ST/Amiga . £210.00 

Star LC200 24 Colour inbcluding 
interface lead for ST/Amiga — £219.00 

LC200 24 Colour - The most popular 

letter quality printer on the market only 
£21 9.00 with all Amiga + ST leads 

Amiga Power Supply „ £34.95 



+ ST Second Drive 880K 
formatted Arrti click on/off switch 
CAmiga has Daisy chain facility, £59.99 



MICROSMARTS 
NEW BRANCH 
IS NOW AT: 

UNIT 3 
CROSS KEYS 
SHOPPING MALL 
ST NEOTS 
CAMBRIDGESHIRE 
PE19 2AU 



HARD SELL 

Once again, a rather truncated Hard Ser/this month, Still, it should 
hopefully provide an at-a-glance comparison between computer 
and console. Still wondering what to go for in the great 'Console or 
Computer?' debate? Well, if you can afford one of each, our money's on the 
Amiga and Megadrive But if you only go for one, get an Amiga. It's an 
excellent all-round performer that gives the best VfM. 



COMPUTERS 



ATARI STE 



Models: Atari 5205TE; 1040STE; 
Mega 5Ts 

Package: 520 and 1 040 have fcey- 
board with built-in disk drive; Mega 
versions have separate keyboard. 
Keep eyes peeled for Current soft- 
ware bundles. 

Memory: 520STE 5l2Kr 1O40STE 
1 Mb; Mega ST T, 2 or 4Mb. All 
machines can be expanded internally 
to 4Mb. 

Processor: 8 MHz Motorola 68000 
Recommended Retail Price: 

520STE £299; 104QSTE £399 
Contact: Atari PR (0753) 33344 

IN BRIEF 

Hard days for the machine that 

arguably Started the avalanche to 

1 6- bit computers. The STE boasts 

capabilities almost on par with its 

arch-rival the Amiga r but the 

Commodore machine seems to be 

the one most people want these 

days. As shame, because this is still a 

great general purpose home 

machine for games, small business 

and productivity, and thanks to its 

MIDI port is still the number one 

choice for MIDI musicians. 
■ 

GRAPHICS 

Resolution: Low-res 320 x 200; 
medium res 640 x 200; high-res $aa x 
4O0 

Palette: 4096 

Colours: Slack and white in high- 
res, 4 colours in medium-res; 16 in 
low-res. 
TV: Yes. 

Monitor Output: RGB. 
Monitor Supplied: No. 
Monitor Options: Atari monitors 
SMI 24 high-res mono; SC1442 med 
res colour. 
Sprites: No 
Speed; Fast 

NB High resolution display is only 
available on monochrome monitor; 
medium and lo w res displays only 
available on colour monitors or TVs. 



Performance: Three B-bit PCM 
Stereo sound channels. 

HARDWARE 

Disk Format: 3.5 inch - 720 K 
Disk Price: Around f 1.50 
Disk Performance: Fast, reliable. 
Keyboard: 96 keys including 10 
functions keys. Has a cheap feel 
which can be improved with third 
party spring kits. 

Joystick/Mouse: Two joystick ports 
are standard: two-button mouse is 
supplied with machine. 

SOFTWARE 

Existing Software Base: Excellent. 
The budget market provides a rela- 
tively cheap way o^ building up an 
impressive collection of software 
classics. 

Current Releases: None of the 
major software houses ignore the ST 
so it is well served with plenty of 
good software. 
Games: Across the board. 
Graphics: Good with some excel- 
lent software to manipulate them. 
Music: Excellent, Plenty of sound 
samplers, editors and MIDI software 
make this the musician's choice. 
Prospects: Very good, but the 
Amiga is currently the favourite with 
software houses in the UK and the 
chances of a sudden boom of inrer- 
est in the ST Stateside look very slim. 
Software Loading: No problems at 
all. The STE's drive is fast and friend- 
ly to the ear. Be warned that some 
companies still release games on two 
or more single-sided discs (a hang on 
from the old days when the ST had 
single-sided drives) which can mean 
unnecessary and annoying bouts of 
disc swapping, 

BUY LINES 

Best Buy Price: As RRP. 
Second Hand Availability: Very 
common and quite cheap. Beware 
very old, single sided ST machines. 
Maintenance: One year's guaran- 
tee. Return to dealer if faulty 



built-in drive with separate P$U; 
A1 S0O and A 2 000 have separate key- 
board with built-in (fan assisted) 
P5U. A3000 is a very powerful 
machine indeed. 
Memory: A500 51 2K; A1 500 & 
A2OO0 1Mb; A3OO0 2Mb. 
Processor: 5 0071 5 00/2000 7.15 
MHZ Motorola 68000; A30OO 16 or 
2SMH2 Motorola 68030, 
Recommended Retail Price: A'; 00 
£NA; Screen Gems £399,95v Flight of 
Fantasy Pack £399,99; Class Of The 
90s pack £579.99 (all packs inc A500); 
A1 500 from £999; A2000 from 
£1199(for 1Mb+20Mb hard disk); 
A3O00 from £3160{for 2Mb+40Mb 
hard disk). (All prices inc VAT), 
Contact: Commodore (0628) 770088 

m BRIEF 

A stunning specification with custom 
chips to rival almost everything 
around, the Amiga is the first chojee 
for the most exigent of games play- 
ers and video professionals, After an 
initially shaky start the machine con- 
tinue to ^ell extremely well and has 
overtaken the 5T in the UK. though 
the latter machine still has a slightly 
larger installed base. The Al 500 is 
near-identical spec-wise to the 
A20OO but cheaper. The A30OO is a 
top-end workstation substitute; 
includes Workbench 2, featuring 
enhanced icons, file handling, and 
security features plus Amiga Vision^ a 
multi-media programming tool. 
A3000 also comes in three configura- 
tions, ranging from a 16MHz/40Mb 
hard disk to a 25MHz/1 00Mb disc 

GRAPHICS 

Resolution: From 320 x 200 to 640 

x 400 (more possible in software) 

Palette: 4096 

Colours: 2. 4, 8. 16. 32, 64 or 4096 
TV: With modulator. 
Monitor Output: SCART + compos- 
ite video in monochrome. 
Monitor Supplied: No 
Monitor Options: C1084 £349.99 
Sprites: 16 in hardware + unlimited 
BOBS from soft/hardware. 
Speed: Very fast with good soft- 
ware. 

SOUND 

Speaker Quality: Depends on mon- 
itor. 

MIDI: No. Third party interfaces 
available. 

Stereo Output: 2 phono 
connectors. 

Performance: Among the best 
around. Custom hardware squeezes 
9 octaves of 8-bit digital sound into 
the four channels. 

HARDWARE 

Disk Format: 3 5 inch - 83 7K; A30OO 
40/1 OOMbyte hard disk formatted. 
Disk Price: Around £ i .50. 
Disk Performance: Noisy and slug- 
gish. Third party software is available 
to improve matters. 
Keyboard: 94 keys. 10 function 
keys and separate cursor cluster. 
Joy St i C fc/M On se: Two b i jt c ti n 
mouse supplied as standard. 



Interfaces: Two Joystick/mouse; 
stereo audio; external disk drivers}; 
RS232 serial; Centronics parallel 
printer; SCart «GB/video; composite 
monochrome video; expansion bus 
(internal on A 1 500 & A2O0O; 32-bit 
on A3000); clock/memory expansion 
on A 500 only; internal PC expansion 
on Al 500, A2000 and A3000. 

SOFTWARE 

Existing Software Base: Similar to 
the ST. 

Current Releases: Everyone's doing 
them. 

Games: So meth i ng for everyone. 
Graphics: Quality and range is 
unsurpassed. 

Music: Needs better support for 
MIDI. Internal sound software is well 
supported thanks to IFF standards. 
Prospects; Excellent. 
Software Loading: Noisy but usu- 
ally reliable. Plagued by viruses. 

BUY LINES 

Best Buy Price: Old Amiga 1000$ 
can be picked up cheaply enough 
but these lacked the extra graphics 
modes of later models. Try to find a 
good value pack. 
Second Hand Availability: 
Secerning common. Best buys are 
late Amiga 500s with KJckstart 1,2. 
Maintenance: One years guaran- 
tee. Return faulty machines to deal- 
ers 



ISM PC 



Model: IBM's PC was the first PC to 
be accepted in large quantities (not 
the first PC) and remains the stan- 
dard by which all others are judged. 
There are hundreds of clones and 
variations including offerings from 
Amstrad r Atari and Commodore, In 
genera \, with PCs you pay for speed 
and better graphics standards. The 
extra money is worth it if you can 
afford it. 

Package: Depends on the manufac- 
turer although most are supplied 
with monitors. They can even be 
bought in kit form at no extra saving 
Memory: Usually 51 2K or 640K. Can 
be anything from 64K to 1Mb+. 
Always go for a 640 K model. 
Processor: Intel S088/B08& m base 
machine is sometimes replaces with 
the faster NEC V20/3O. More expen- 
sive machines are based on Intel's 
much faster 286, 386SX, 386 and 
even the latest 486. 
Recommended Retail Price: Can 
be picked up for as little as £219 for 
a "no frills' 1 machine. With top-of- 
the-range 486 based clones - and the 
official IBM versions - the sky's the 
limit. Look far a good EGA or VGA 
model for between £750 and £1200. 

IN BRIEF 

Superb value if you want the ulti- 
mate all-rounder, the PC still betrays 
its business oriyi -is Almost euery 
major software house now port their 
titles to the PC but these remain lim- 
ited by the constraints of the basic 



SOUND 

Speaker Quality: Depends on mon- 
itor, 

MIDI: Yes 

Stereo Output: Yes 



COMMODORE AMIGA 



Models: Amiga A50O;A150O; 
A2QQ0; A300Q 

Package: A500 has keyboard and 
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(most common) machines- which 
means they tend to be limited in 
sound and graphics. Definiteiy NOT 
first choke if entertainment is your 
preferred u^e for computers, or if 
you cannot afford the better EGA or 
VGA models (which are really essen- 
tial for good games playing). 

GRAPHICS 

The first PCs weren't fitted with 
graphics as standard but most crones 
incorporate the neces^ry hardware 
and come with a monitor, There are 
three main standards: CGA - a nasty 
but ail to common colour display, 
EGA about the lowest colour display 
worth considering, VGA - an 
Amiga/ST beating display; and 
Hercules monochrome. EGA or VGA 
which are usually only fitted as stan- 
dard to more expensive machines 
(Amstrad's PC2086 is one exception). 
Resolution: CGA 320 x 200; EGA 
640 x 350, Hercules 720 x 384; VGA 
800 x 600. 

Palette: CGA S (in two fixed sets); 
EGA S4; VGA 256 

Colour*: CGA 4; EGA 1 6. VGA 64; 
Hercules 2 

(Monitor Output: TTL RGB/RGB I 
(CGA); analogue RGB (EA/GA) 
Monitor Options: Vast- Marry 
monitors are dedicated to just one 
or two modes - some have amber, 
green or white monochrome dis- 
plays - check before buying. 
Sprites: None 

Speed: From very slow - 8088 - to 
very fast - S04&6 

SOUND 

Speaker Quality: Built-in sound is 
very poor. Third-party add-on sound 
boards such Roland (O80) and Ad- 
Lib (£1 50) - which is fast becoming a 
standard - provide synthesiser-quali- 
ty sound through an amplifier, 
MIDI: Third part interfaces avail- 
able. 

Stereo Output; Wrth boards, yes. 
Performance: Not the ideal 
machine for the musically bent - an 
Atari ST offers more for MIDI, the 
Amiga more for software sound 
purists. 

HARDWARE 

Oisk Format: 5 .2 Sin -180/360K/ 
1.2Mb;3.5in720K/l ,44Mb 
Disk Price: 60p-£3.00 



ATARI LYNX 



Package: Lynx. Pay extra for periph- 
erals and inclusive Carffcrn/a Games. 
Processor: 16-MHz 6502 
Console Memory: 64k 
Recommended Retail Price: 
£7999 {£99.99 with peripherals; 
£129 99 with peripherals and game). 
Contact: Atari PR (071-388) 9871 

IN BRIEF 

Designed by the man behind the 



Disk Performance; Average. 
Most PC owners also buy hard disks. 
A large amount of PC applications 
software refuses to work unless you 
have a hard disk. 
Keyboard: Almost as many 
v 



Amiga, the Lynx is an amazing hand- 
held. After a shaky start, the Lyn* is 
doing fine and - if the rumours are 
to be believed - is starting to take 
off in the States. Its most obvious 
competitor, the Gamegear r lacks the 
Lynx's frills, but makes up for it with 
smaller unit size and TV adaptor. 

GRAPHICS 
Resolution: 160 x t02 
Palette: 4096 
Colours: TE 
TV: No 



Monitor Output: Mo 
Monitor Supplied: Yes - 3 5' back- 
lit colour LCD 
Monitor Options: None 
Sprites: Special graphics hardware 
effectively treats ALL screen objects 
as sprites' 
Speed: Fast 
SOUND 

Speaker Quality: Very good 
MIDI: No 

Stereo Output: Yes 
Performance: hciur -rhannel, five 
octave stereo sound has to be heard 
to be befieved. 

HARDWARE 

Joystick: Eight-way joypad. 
Ports: Cartridge port; multi-player 
port; miniature stereo headphone 
jack. 

SOFTWARE 

Price: OQ-35. 
Cartridge Memory: 8Mb 
Existing Software Base: Very 
small. 

Current Releases: California Games 
is a great 'tree hie'. 
Prospects: Uncertain but several 
new titles in the pipeline. 

SUY LINES 

Best Buy Price: As RRP 
Second Hand Availability: Very 
few 

Maintenance: One year's guaran- 
tee, 

STAR RATINGS 

Graphics: ***** 
Sound: ***** 
Expansion: * 

Overalls **** 



NINTENDO GAMEBOY 



Package: Main unit with Tetris 
game. 

Processor, 1-MHz customised B bis. 
ZftOA. 

Console Memory: RK 
Recommended Retail Price: 

£64 99. 

Contact: Deighton PR (071-836) 
2975 

IN BRIEF 

Nintendo were the first company to 
produce a dedicated handheld ton- 
sole and now it seems everyone 
wants to get in on the act. On reflec- 
tion even the Game Boy was a long 
time coming since the technology 
employed by the display is starting 
to look dated. Not to be dismissed 
simply because of mono graphics - 
this machine has some superb titles 
and games making use of the two- 
player link-up Option are tremen- 
dous fun (especially the superb free 
bie Teiris). 
GRAPHICS 

Resolution: 20 * 18 characters 
Colours; 4 grey shades. 
Monitor Supplied: Yes - LCD dis- 
play is lit by ambient light. 
Sprites: 40 B X 8 pixel blocks.. 
Speed: fast for what it is. 



SOUND 

Speaker Quality: Depends on 
headphones. 
Stereo Output: Yes 
Performance: Plays a lot better 
than it looks. 

HARDWARE 

Joystick: Built-in 8 way joypad. 
Porta: Headphone toeketdual- 
machine interface. 
SOFTWARE 
Price: £20-25. 
Cartridge Memory: 64K 
Existing Software Base: The best 

for any handheld. 

Current Releases: Increasing 

Prospects: Excellent 

BUY LINES 

Best Buy Price: As RRP 

Second Hand Avail.: 5ome compa 

nies (e.g. Console Quest) do 'em. 

Maintenance: One year s warranty 

STAR RATINGS 

Graphics: **/* 
Sound: 

Expansion: #* 
Overall: ***** 



NINTENDO SUPER 
FAMICOM 



Package: Console unit, controller 
unit and Super Mario World- 
Processor: 3 58 MHz 65C816, 
Console Memory: Not known 
Recommended Retail Price: N/A 
(Japan price ■ £100) 
Contact: Local dealers 

IN BRIEF 

With the weight of all-powerful 
Nintendo behind it, the Famkom 
<an hardly fail, Although not hugely 
superior to the Sega Megadrive 
technically, it's the games that 
impress - notabry the bundled rVfarr'o 
World (which will no doubt help 
sales no end) and F-Zero. That said, 
there are some real duffers amongst 
the gems {8tg Aun, anyone?), but it's 
still early days yet- The Super 
Famkom's enormous games poten- 
tial has barely been scratched. 

GRAPHICS 
Resolution: 512 x 512.. 
Palette: 32.768 
Colours; 256 
TV: Yes 

Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: RGB. sc ART 
Sprites: 12S. 
Speed: Remarkable 
SOUND 

Speaker Quality: Depends on 

TV/monttor 

MIDI: No 

Stereo Output: Yes 
Performance: 8 Channel custom 16- 
bit PCM/digital. 

HARDWARE 

Joystick: Supplied. 



CONSOLES 
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Ports: One big expansion port. 

SOFTWARE 

Price: £40-50. 

Cartridge Memory: 16 Mb.. 
Existing Software Base: Small. 
Current Releases: _ots, .and plenty 
more planned. 

Prospects: How can it fail? Back 
orders were in the millions before it 
wa$ launched. 

BUY LINES 

Best Buy Price: Grey import, 
Second Hand Availability: None as 
yet. 

Maintenance: Take care- grey 
imports are rarely under warranty. 

STAR RATINGS 

Graphics: ***** 
Sound; ***** 
Expansion: **** ' 
Overall: ***** 



SEGA GAMEGEAR 



Package: Gjmeqear unit. 
Processor; 3.58-MHz Z80A 
Console Memory 1 : 3K RAM/1 6K 
video RAM, 

Recommended Retail Price: 

£99.99 

Contact: Sega (071 727) BQ70 
IN BRIEF 

Opinion used to be that the 
Gamegear was gomg to be the 
handsdown winner in the battle of 



the colour handhelds. But times - 
and. more importantly; prices - have 
changed. The Lynx, a technically 
superior machine with some fine 
games available for it. has had its 
price slashed and - if US sources are 
correct - is enjoying a sudden 
upswing in support from American 
consumers. In the Gamegear s favour 
are the clout of mighty Sega and the 
potential to turn the unit into a 
portable TV via a cheap adaptor 
(around £50 is current estimate). But 
at the moment, it's anybody's game, 

GRAPHICS 

Resolution: 160 x 146 
Palette: 4096 
Colours: 16 
IV: No 

Monitor Output: No. 
Monitor Supplied: Yes - 3 2" back- 
lit colour LCD. 
Monitor Options; None. 
Sprites: Not known. 
Speed: Okay. 
SOUND 

Speaker Quality: Good. 
MIDI: No 

Stereo Output: Yes 
Performance: Three-channel PSG 
sound channels + noise channel. 

HARDWARE 

Joystick: Eight-way juypad. 
Ports: Cartridge port; multi-player 
port; miniature stereo headphone 
jack; TV tuner port. 
SOFTWARE 



SOFT EXCHANGE 



OFFERS YOU THE BEST IN QUALITY, SERVICE AND 
PRICES* WE WILL BEAT ANY ADVERTISED PRICE 
IN THIS MAGAZINE. ALL OUR DISKETTES ARE OF 
HIGH QUALITY JAPANESE MEDIA 



Probably the best unbranded disks available in the UK 
~y " DS/DD L OO'v certified error tree 



to 

20. 

30 

40 

50 

100 



..X4.W I30.._ J*9.99 

..JEL49 200 -£63.9* 

.,£11.49 M0 EH.99 

..£15.49 400 £121.99 

,.£IS.W .IDG £154.99 

..£33.99 1000 ...,.„.£2*9,*9 



Sony bulk 100 disks 

£38.99 



SPECIAL OFFERS 



1(1 Disks + StU Cjp Bux . 
|20DufcA+8Gr*p Box, 

30 Disti + 80 Cjp Box ■ 
1 40 Disk* + «n Cap H«n . 



50 DWfcM HO Cap Bo* .... 
100 Disks * 100 Of IM 



.. JSM 
..£12.W 
£]T 99 



..£23.99 
..£39.99 
...£67.99 



ACCESSORIES 



40 tap l.otkahk Box „..,.,.,,., 

SO cap Lockabk Bm ...,.„.-. _....£fi.SN 

100 tap Lnckahle Hoi .£7.99 

Mmik Mil i - £2.99 

! I.a.1 Mi 1 1 VI 

Disk Libels 100 -CJO 

Pi -J, I jhlt-s Si Ml 19 W 

Unwenal PtiiiIlt Ulund _ ...X&.99 

Univtnal Prime* Siarid *<ih paper my .. .£141.99 
Crip Clip copy Iwlder , 44. W 



Disk HewlCkancf i 1 '!" -C2.W 

Scrwn Filter IT rwno- 1999 

Sciwn Filter 12" notour £1 1.99 

Scran Filter l4"irWnO... , £10.99 

Scnccri Filter l4"dcoJoiw £13.99 

i. ... t Vmigii/Alari (Le^batud|i £4.49 

Dud Caver 1 2" minute* ..£4.49 

I3uM (mtr 14" iiunUHV .„„.,.., ..JW-W 

Logitech I button mouse.. ...126.99 

Ndute Mouse...... . _.133.99 



Prfc*: Around £20-25 
Cartridge Memory: Not known. 
Existing Software Base: Small, 
Currant R*leas«$: few as yet. but 
lots in the pipeline. 
Prospects: Very good. 

BUYLINES 

Beit Buy Price: As RRP. 

Second Hand Availability: None as 

yet. 

Maintenance: One year's, guarantee 

STAR RATINGS 

Graphics; **** 
Sound: **** 
Expansion: **** 
Overall; **** 



SEGA MEGA0RIVE 



Package: Console unit, controller, 
and Mickey Mouse or Moonwafker 
game. 

Processor; 8-MHz 68000 + Z80B 
Console Memory 74 K main r 64K 

vdffl)- 

Recommended Retail Price: 

£149,99. 

Contact: Virgin Mastertronic (071- 
727) 8O70 

IN BRIEF 

Excellent example of the new 16-bit 
console technologies The first 
decent 1 6-t>it console to receive offi- 
cial support in the UK. 



All prices include VAT, post and packing in U.K. Overseas orders please write 
or telephone. To order please send a cheque/P.O. made pavable to 
SOFT EXCHANGE, 101 CLIFTON ROAD, SOUTH 
NORWOOD, LONDON SE25 TEL 0R1 653 9094 (24 hours 

order line) 

Access/Visa accepted. All above offers close 3 1 ,09,9 1 government 
and educational orders quoted 
at very competiti ve prices 



GRAPHICS 

Resolution: 320 x 224 
Palette: 512 
Colours: 64 
TV: Yes 
Monitor: No 
Sprites: BO 
Speed: Very fast 
SOU IMP 

Speaker Quality: N/A 
MIDI: No 

Stereo Output: Yes 
Performance: 12 channel stereo 
sound is produced by a custom FM 
chip and sounds fantastic. 

HARDWARE 

Joystick: Dedicated controller sup- 
plied. 

SOFTWARE 

Price: £30-50 (typically £35). 
Cartridge Memory: Not known. 
Existing Software Base; Good 
Current Releases; Lots. 
Prospects: Very good 

SUYLINES 

Best Buy Price: As RftP 
Second Hand Avail.: Some compa- 
nies (e.g. Console Quest) do 'em. 
Maintenance: One year on UK 

machines. 

5TAR RATINGS 
Graphics: ***** 
Sound: ***** 
Expansion: *** 
Overall: ***** 




COSMIC 
fOROE 



Might 

and 

M^gic HI 

Isles of Terra 



IBM fc Amiga far IBM PC coming for Rralga 

HARPOON Battlesets 

#2 "North Atlantic Convoys" IBM + Amiga 
#3 "The MED Conflict* IBM 
Harpoon Scenario editor IBM + Amiga 

Flight Simulations - Sports Simulations 
Strategy - Role Playing - Wargarrr^s 
Adventures - SchFi Adventures 
for IBM and COMPATlBLfS - AMIGA - ATARI ST - OM 
we IM PORT the LATEST U,SA RELEAS ES 

VISIT our SHOP in Hampton Hill 
or send £2.50 for our Extensive CATALOGUE 

Mall Order and Overseas Inquiries welcome 

Phone 081 977 8088 Fa* 081 977 48^ 

28 D&E The Courtyard. High Street, Hampton H\l Middx, TW12 1 




COMPANY 
LIMITED 



Priority House. Charles Ave. 
Maltings Park, Burgess Hill, 
West Sussex RH15 9PQ. 



Office Telephone: 
0444 245935 



VB, Releas* datt-.s fm sumi- i (ems may well be 
thanked by publication d ate - we apologise in 
advance f All prices are suhjeel to change 
nithoui notice. All products are offered subject 
taatailihilih 1 . European hu\«Ts<l<,-dutt VAT 
§ 17.5% but must add £4.00 to cover p&p k 
Ol hers tall Tor price. E. & 0,E< 



CD ROMS 



Toolworks US Atlas £59.99 

Tool world Games Pack 1 £69.99 

Toolworks Gomes Pock 2 £89.99 

Toolworks WoHd Atlas V2 0 £84.99 

Toolworks Atlas Pock £89.99 

Mammals £99.99 

Trakvorks Reference Library £99.99 

Timetable of History £99.99 

US History...., £325,00 

fcslrared Encyclopaedia ... £335*00 
The Bible Library £469,00 



WYSIWYP' 



\V hat you svv is what you pax ! No hidden extras, 
No iiii rnlHTslit|), No V f AX or delivery to add, 



PC Titles 

4D Sports Boxing . 

4D Sports Driving 

ATP 

Bobnce of Power 1990 

Blue Angels . .......................... 

Blue Max 

Gormen Sandiego 

■ Where in the World 

■ Where in Time 

■ Where in the USA 

■ Where in Europe, , 

Castles .. 

Chuck YeageKs Air Combat 

Das Boot 

Dinosaur Discovery (3- Syrs) 

Elite + 

Eye of the Beholder 

F- 1 6 Combat Pilot 

F19 

Flight of the Intruder .... 

Flight Simulator 4 

Fool's Errand 

Global Dilemma (Guns or Butler) 

Hardball II „„,.„ 

Hunt for Red October ..„,.„ „ 

Jock Nicklaus Greatest Golf 

■ Chomp Courses of '89 

• Golf Vacation 

Jock N ickla us Unlimited Goff 

Jetfighter 2 r ,„ „ 

John Madden (US) Footbalf 

Keys lo Maramon „ 

Kickoff2 

Kings Quest V 

Knights of Legend m 

Lokersvs Celtics (Basketball) 

Lemmirtp* 

L- Suited Larry 1 ,. 

L-Suiled Lany 2 , 

1-Suited Larry 3 „,,.„,„„,.„.. 

Triple Pactl r 2i3 

Life & Death 

Life* Death II 



PC Titles 

..£20.99 Links £27.99 

..£20.99 - Firestone £12,99 

£28-99 - Bountiful £12.99 

£19.99 - Bay Hill New £12.99 

£15 .99 S pec ia I Offer Links 

,. £24.99 + Three Courses £61 .99 

Ml Tank Platoon £27.99 

. . £24.99 Ma rio An dretti's Ra ci ng £22.99 

£24,99 Mo rtia n Dreams £24.99 

.. £24.99 Mega Fortress £24.99 

..£24.99 MIG29 £27.99 

.. £26.99 Monopoly (US Version] £24.99 

., £24.99 Moon base £29.99 

£21 .99 PGA TourGoJf £21.99 

£27.99 Pipe Dream (Pipe mania} £21.99 

..£22,99 Sovage Empire £23.99 

£2 1 .99 Secret of Man key Isla nd £22,99 

£27.99 Silent Service £25.99 

..£22.99 Simcity £19,99 

£29.99 Sim Earth ... £27.99 

£34,99 Space Quest IV £27.99 

£24,99 Supremacy £24.99 

£2 1 ,99 Test Drive II £19.99 

.£21,99 ■ Scenery Discs 

,£21,99 - Muscle Cars , £9,99 

£ 1 6.99 - California Challenge £9.99 

£9.99 - Super Cars .£9.99 

.... £9.99 Test Drive III £24.99 

. £29,99 Their Finest Hour £21 .99 

£29.99 The Magic Candle £22.99 

£19.99 Traconll £27,99 

.£24.99 Ulhma IV _ £19,99 

£17.99 Ulhma V £19.99 

£29.99 Ultima VI .... £22.99 

£21 .99 (Clue books available - coll us!) 

£24.99 UMS II £27.99 

. £23.99 Wing Commander £24.99 

E 1 9,99 ■ Secret Mission I £ 1 0.99 

£25.99 • Secret Mission 2 £10-99 

£29*99 Special Offer: Wing Commander 

£39.99 + SMT I SM2 £44.99 

£ 1 7.99 Wing Commander!! „ £29-99 

£21 .99 Wonderland £24.99 




► If you don't see what you want - cail us < 



PERIPHERALS 



£69.99 
£34.99 

£34,99 
£39.99 
£79.99 
£79.99 
£89.99 
£34.99 



Max* Yoke , r 

Mox.x Pedals .„ .......„...„,„ 

Kraft Systems I nc 

Joystick KCI30 

Thunderslick r „ rrn , t<m 

Trackball , 

Toptrak 3 

Toplrak PS/2 Version with Footpedal 

Programmable Games Card (4.77-25MhZ) 

Prog. Games Cord MCA Version <4.77-35MhZ) £64.99 

Ad- Lib Music Card , _ w £64.99 

Ad- Lib Gold Card (Expected Septembe7}"Z"'ZI"Z]""".£CALL 

Sqyndbl otter V]. 6 CMS £ 1 49,99 

Souridblaste r VI . 6 MCA Version £229*99 

Roland LAPC-1 _ £CALL 

Dexxa Mouse DLX , , ..I """'"£29.99 

"CD- Rom Drives'* Philips CM 50 Complete £399 00 

Hitachi CDR- 1 700S £599.00 

All rpgjjtefed trademarks ocknow/edged' os the property of their owners. 




Order direct to: Virtrade Co. Ltd., Priority 
House,, Maltings Pa rk, Burg ess Hill, West 
Sussex, RH159PQ 

Please send me the products listed below. 
I am paying for them by cheque [ | Access | ] Visa Q 

cowi Nc iTTTI rr 



Expiry date 



Signed. 



Products req u< red : 



Nome; 

lot * appears on tndA L*dl 

Address: 



Postcode: 



lean oseHD disks" MNn. 

Select your disk size; 5.25 □ 3,50 □ 




Call for full details and availability on Amiga, Mac, ST and C64D 



RING TELESALES ON (M44) 239999 or FAX (0444) 248996 



pink pages 



SHOP WATCH 



■ see that Denmark have hijacked 
I this year'* buiz word "virtual" and 
cobbled it onto their new compila- 
tion of Incentive Freest ape games 
Virtual Worlds'; I'm surprised that 
they didn't rename 3D Construction 
Set as 'Reality Development Tool' eh 
something while they were at it. 
Mind you, l"m not knocking it - it's a 
very impressive package and Is one 
of the few 'big ' t itles to be rel eased - 
during this long hot summer. As 
such, I hope it does very well. 

There are many retailers currently 
facing something of a dilemma 
regarding software. There have been 
very few 'biggies' released this sum- 
mer and so sales at retail level are 
somewhat depressed as hardware is 
almost as difficult to shift as the 
proverbial chewing gum on the 
trousers. The dilemma is whether or 
not to stack imported console soft- 
ware. America and Japan are some 
months ahead of this country 
regarding new releases and so there 
is a fairly buoyant demand (facilitat- 
ed by so many of the monthly maga- 
zines reviewing imported software) 
for these 'unofficial' titles. Up until 
now, individual retailers have decid- 
ed themselves whether or not to 
stock these titles but a new sinister 



Software seller 
Dirk Longhorn 
trembles at the 
approach of secret 
Nintendo agents, 

and wonders 
where all the wire- 
heads have gone.., 

card has recently come into play: 
Nintendo are visiting retailers and 
examining their stocks, if they see 
imports they are dropping very 
unsubtle hints that the retailer's sup- 
ply of 'Official' software is being put 
into jeopardy by his continuing to 
stock these 'grey' imports. 

At this time of year that would 
probably be neither here nor there r 
but we all have to have an eye on 
Christmas and the prospect of 
December without an official supply 
is worrying. So what should retailers 
do? Stop stocking these titles and 
turn customers away to rivals or 
mail-order merchants? Or brave it 
out and say 'bugger off, you bullies, 
you can't intimidate me'7 I wish I 



knew - perhaps the solution is to 
have an 'under-the-counter' sup- 
ply..,, 

'Have you got any more Game Boy 
titles other than the ones on your 
shelf?' 

'How do you mean, sfr?' 
'Well. Boris sent me..." 
'Right you are sir, know what you 
mean r step this way../ 

WHERE HAVE ALL THE TECHIES 
GONE? 

Six years ago, the typical customer 
who came into our shop would want 
one of the following: 

a) an improbable lead to connect an 
exotic printer (which we had never 
heard of) to a computer; 

b) to see a selection of esoteric pro- 
gramming booki, 

t) utilities,, 

d) help with the current program 
they were writing (many an hour I've 
sat wrth a budding programmer 
helping to sort out his variables); 
ej to see the latest games that had 
been released; 

f) to find out why their Commodore 
64 games load on their friend's com- 
puter but not on theirs... 

Nowadays the (e) group have, like 
so many grey squirrels, virtually 



swamped the others and the role of 
the computer shop in society is 
changing rapidly. Whereas it used to 
be the local meeting place for all the 
wire-heads,, it is now much like a 
record shop with programming 
teams' latest masterpieces having as 
much impact (dnd, union unately, 
much the same shelf -life) as the cur- 
rent hit parade favourites. 

But, one of the great una nswered 
- unasked even - questions of our 
time is "Where have all the wire- 
heads gone?'. What happened to all 
the people I used to Dl Mention 
arrays for? The ones who had trou- 
ble with their floating points? 

Have they all gone on to become 
ace programmers, or have they 
'grown up' and lost interest? Who 
knows? 

Finally, Dixons are very firmly 
embracing the new generation of 
consoles, aren't they? Their new cat- 
alogue has the first fourth ve pages 
devoted just to consoles and their 
computers (indeed the cover of the 
'mag' shows four players crowded 
around a Nintendo having a four 
player game of. ...Super Mario 
Brothers! Oh well who can compete 
against that? 

• Dirk Longhorn 



BACK ISSUES 




ack issues are available 
for all issues from ACE 
4 inclusive (except ACE 
1 1) at the giveaway 
price of £2.50 each in 
the UK and £3-50 each 

far ovpr^Pflv These 
prices include post and 
packaging (surface 
mail). Overseas read- 
ers wanting airmail 
delivery should 
enquire as to the cost 
at the address below, 

isting the issues required. 

To order, clearly list the required issue numbers 
and send them, along with your full name and 
address and a cheque or postal order for the full 
payment made payable to ACE magazine, to: ACE 
Back Issues, PO Box. SIM, Leicester IM99 GAA, 

* AS AT (AVIONICS SITUATIONAL AWARENESS 
TRAINER), combat flight simulator for the US Air 
Force by Perceptronics. Uses Falcon software by 
Spectrum Holobyte/Mirrorsoft. Features include: 
networking for multi- player action, tactile feed- 
back and fingertip weapon selection. [ACE 14] 

* BATMAN DIGITAL JUSTICE is the world's first 
interactive hypercornic by Pep* Moreno. " Digital 
is the art medium of the future " [ACE 30] 

» BATTLETECH, "the world's first complete com- 



Here's a checklist of top- 
ics covered in some of our 
older issues - for a com- 
plete list of available 
issues, telephone 0858 
410510 for more 
information.., 

puter simulation for play", featuring multi-player 
cockpits equipped with 40Jvlhz 16 million colour 
graphics processors, stereo spatial sound and life- 
like controls as you command 31st century Mechs. 
[ACE2S] 

• CD-I (Compact Disc Interactive) is destined to 
become the entertainment and education medi- 
um of the 90 J s. [ACE9/2 1/22/24/32/33/35]. Check 
out Issue 30 for multi -media principles (hyperme- 
dia in particular) and issue 24 for a preview of the 
Philips CD-I system. 

• CDTV, Commodore's attempt to bring multi- 
media to the mass-market. An Amiga with built-in 
CD-ROM drive and CD-audio capabilrty r 
redesigned to look like a VCR. [ACE34] 

• COSMIC OSMO, the world s first hypergame - 
courtesy of Cyan Software/Activision. Check out 
issue 23 for the first review, issue 24 for a feature 
on hypergames, and issue 30 for general hyper- 



mdia coverage. New Osmo CD-ROM version fea- 
tured in issue 36. 

• FLARE TECHNOLOGY, trio of talented 
Cambridge-based games hardware engineers. 
Their custom-designed Flare One micro formed 
the basis of the Konix console. [AC El 1 ] 

• FUJITSU FM TOWNS, a 32 -bit 16 million colour 
computer with built-in CD-ROM drive. If you 
bought ACE 31 you could have won one! [ACE27] 

• HVI*er games like Cosmic Osmo and Batman 
Digital Justice are paving the way for CD-I enter- 
tainment, [ACE24/30] 

■ INTERACTIVE VIDEO TAPE, an alternative to 
CD-I. [ACE26] 

■ KONIX CONSOLE, a powerful British console 
with revolutionary built-in joystick controller 
which could change into a steering wheel, motor- 
bike handle or aeroplane yoke. Ultimately failed 
due to a lack of marketing money Rumours sug- 
gest a new buyer is interested- [ACE 18/25] 

• LIGHTSPEED SPRITES, three researchers from 
Carnegie Mellon University. USA have developed 
an algorithm enabling them to generate graphical 
simulations of objects seen travelling at 99% of 
the speed of light. [ACE 34] 

• MEDIA. LAB r Boston -based research institute 
with one simple brief - invent the future. People 
at this Massachusetts Institute of Technology (MIT) 
facility are working on computer generated holo- 
grams, interactive computer newspapers and vir- 
tual reality man-machine interfaces, [ACES] 

• NEO-GEO, the arcade-based games console 
from SNK in Japan, with storage capacity for 
64Mb games cartridges and IC card capability, 
[ACE32/34] 

■ REMDERMAN, the unique 3D graphics system 
by Pixar which creates polygons with photorealis- 
tic detail. | ACE 35] 
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Eagle 

Software 

118a Palmers Road 
New Southgate 
LONDON Nil 1SL 
Tel: 061-361 2733 

(10 vn - 6pm 6 day* - G IJrm ) 
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£1639 
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£1430 
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£1530 
£1699 
£1933 
£1636 
£1639 
£1493 
£23199 
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Super Of Rod Racing. 
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12036 mm 

11646 £1638 
£1596 £IS30 
£1596 £1539 
£1639 £1639 
£1546 £1539 
£2099 £2099 
£1939 £1638 
11599 £1536 
£1534 £1546 
£'£99 £1598 
£1939 £1939 
£1439 £1436 
£1598 115J6 
11930 £1449 
11633 11639 
£1633 £1636 
£1433 £1499 
£1636 £1596 
£14M £1436 
£1693 £1633 
£1639 £1640 
11699 11690 
£1436 M639 
£2396 £2339 
£1633 £1639 

11639 11639 
El 590 £1530 
£1699 £1639 
11499 £1438 
11690 11538 
19490 11949 
11430 11439 
£1936 £1939 
£1439 £1431 
E 19 39 £1939 
11999 £1939 
£1594 £1546 
£163911699 
116.39 £1699 
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OFTWRRE 

If you're an Amiga or ST owner 
you can't afford to miss this! 
Just look at these prices! 





Amijrg £££ 


GODS 


16.99 


16,99 


B.T.T.F. III 


16.99 


16,99 


BRAT 


L699 


16.99 


JAMES POND 


16,99 


16.99 


ELVIRA 


20,99 


20,99 


NARC 


16.99 


16,99 


NAM 


20.99 


20.99 


TURKIC AN 11 


16.99 


16.99 


TOTAL RECALL 


16.99 


16.99 


ROBOCOP [I 


16.99 


16.99 


LEMMINGS 


16.99 


16.99 


BILLY THE KID 


16.99 


16.99 


FLAMES OF 




FRliLDQM 


2G.99 


20.99 



Amiga ST 



MEGATRAVELLER 20.99 
PRINCE OF PERSIA t6.99 
SWIV 16.99 
F-I5 STRIKE EAGLE 20.99 
SWITCHBLADE II 16 99 
HEROQUEST 1699 
STORMBALL 16,99 
ARMOUR-GEDDON 16.99 
CHUCK ROCK 16 99 

SPEEDBALL II 16.99 
SECRET OF 

MONKEY ISLAND 16.99 
GAUNTLET HI 16,99 
MIG-29 2299 



20.99 
16,99 
16.99 
20.99 
1699 
16.99 
16.99 
1699 
16.99 
16.99 

16.99 
16.99 
22.99 



NB. This list is just a small selection. We have a Ml catalogue 
available. 

Please send your order together with a cheque or postal order 
(including £1 00 p&p if ordering less than 2 items) to the following 
address: 6 

SMG Software, Red Court, 
66 Mill Lane, Herne, Kent, CT6 7DP. 

Tel (0227) 374761 Fax. (0227) 740437 



UNIVERSAL SOFTWARE 



■WE ARE SIMPLY THE CHEAPEST AROUND" 



SEGA MEG A DRIVE + 
PSU + JOYPAD 
(PALOR SCART) 



TEL 



0480 63643 or 
6201 2 
WE ARE OPEN 7 
DAYS A WEEK 



AMIGA 'CARTOON 
CLASSICS" PACK (1 
Mega Upgrade) 
£339.99 



Pi***, rote : All machines carry * cms year guarantee and prices inc PSP and V.A.T All 
OKters; jire sent with invoices Iraeiripls) for proof ol purchase 

MEWDRIVE Inc Gatna 



..-...-,,.-„.-.,„ H1IJ9 

MEGADRIYE |UK|> Inc WorV Cl* C1 24.S9 

SEGA GAME GEAR (UK) £$4.99 

C0TV * Lfttimiogs E5W99 

NEQ-GEO * JOYSTICKS « GAME E327.O0 



SUPER FAWICOU Inc 1 Gam* £238.99 

SUPER FAWIC0W Inc 2 Games Eifi9.99 

GAMEBOY (UK) Jnc Tfltris Kfl.W 

ATARI LYNX 'Bar* tXKWS P*A" .C64.M 

SEGA MASTfR SYSTEM INC GAME C4».» 



Pro 2 Joyp^d Rapid Fire 

Jdfiart(*s« Convenor 

Arcade Power Slick 

Lynn Clg lighter adaptor 

Lyn* Pouch , 

Power Supply Unit 1or Lyrw 



ACCESSORIES 

C 10.99 Pro 1 Joystick 

SBit Conwertor . 

3 In 1 Joystick 

Lynx Kit Case 

Lynx Surmsor + Scralch shield. 
Comlynx Cable for Lyrw 



E 10.99 

E2S.99 

£8.99 

£3.99 

£10,99 



.£15.99 
.£24.43 
£23 99 
£12.99 
-..£5.49 
...£6.49 



MEGADRIVE GAMES 
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Please make cheques > PO"s to Universal Software. 3 Faiiiiclds CresenL 
Staves, Huntingdon, Camb*. PE17 4QH 



ARCADE GAMER 

Trading World Shopping Centre 
131 Broadway, Bexley heath Kent DAG 7HE 

* SHOP : Tel 081-298-0220 
Open Mon - Sat 9.30-5.30pm 



VIDEO GAME SPECIALIST 

In store demonstrations 
"YOU'VE PLAYED THE TOYS 
NOW PLAY THE REAL THING" 




Home Arcade Machine 
Runs Arcade Games (PCB's) 

Only £307 includes delivery, 
PCB's from E50.0Q. We buy and sell PCB's. 
We obtain almost any PCB lo order. 
Selection ol PCB's in stock: 

Exzi&us {Taito) £95.00 

Mustang (UPL) £295 00 

P*47 (JaJeco) Etgs.OQ 

H-Type(lrem) £t 50.00 

Rocd Cg:> iUata Last) £125.00 

Saint Dragon (Jaleco) £195.00 

Salamander (Konami) 85.00 

Stde Arms (Capcom) £95.00 

Thojndercro&s {KonarTM) £255.00 

Turtles (Konami) ,. £300.00 

Vulcan Venture | Konami) £1 95 00 



We also stock : 

SEGA 16 BIT MEGA DRIVE * 
*SEGA MASTER SYSTEM* 
'SEGA GAME GEAR* 
'NINTENDO SUPER FAMICOM" 
"NINTENDO ENTERTAINMENT SYSTEM" 
Plus games and accessories for above machines 

Mail Order welcome - fast delivery 
Personal callers ; even faster delivery 



-NINTENDO GAME 
"PC ENGI 
•PC ENGINE CD R< 

'ATARI LYNXj 
*SNK NEO GE01 

ACCESS 
VISA 

MASTERCARO 
EUROCARB 



m 



Whether you are 
or selling - look no 
further than the Pink 
pages. 

For further information on 
advertising call Tina Zanelli on 
071-251-6222 Ext 2483 



STOP PRESS,.. STOP 
PRESS... STOP PRESS 

The October issue of ACE will be 
on sale at the ECES at Earls 
Court 2 (6-8 September) 
Look out for us at the 
Ernap Images stand! 




pink pages 



SEGA MEGADRIVE 




I f Sega was a man, he would be walking around at 
I the moment fitfully rubbing his palms together 
and beaming a fat, smug, self-satisfied grin. Rather like 
the person everyone thought was class weed suddenly 
turning into a hero and publicly biffing the school bully 
on the nose. 

You see, at the June CF_S Show in Chicago Sega 
managed to upstage Nintendo's launch of their Super 
Fatwcom with a wealth of very impressive titles and a 
host of new third-party licensees. People were sur- 
prised. So were Nintendo, who were expecting their 
relentless war machines to roll on unchallenged. 

Adding an extra push to the Sega offensive is the 
(act that Megadrive ownership in the States recently 
scorched past the 1,000,000 mark, and is stall rising 
fast! Why 7 Well, there's a lull in the marketplace - impa- 
tient Nintendo owners who are getting bored with their 
frhil NES and want to experience 16-bit gamepfay are 
being seduced into taking a stroll down Megadrive Road 
by the fact that Megadnves now cost only £90.00 (with 
Altered Beast and another free game of your choice) 
and that they can buy it now, rather than waiting until 
October tor the Super NES! 



IBM PC 




Did you watch Neighbours last month when Paul 
Robinson's micro was invaded by one of those 
nasty computer viruses. What can you do if your PC 
catches a dose of digital disaster? As Josh isrrt avail- 
able to cure such problems in real-life, those very ruce 
people at S&S International have stepped in with an 
alternative solution. 

The latest yerswn of Dr Alan Solomon's Anti-Virus 
Tootot apparently tackles over 650 viruses and their 
variants. I never knew there were this many strains of 
potential pain,, a frightening thought isn't it 7 

'Severe viruses work covertly, typically by swapping 
arwrx} very small elements of data files so the unpro- 
tected user remains unaware of the infection for a long 
period of time," reveals Of Solomon. By the time a virus 
is discovered, few people are likely to have back-ups 
gone hack tar enough to restore completely clean data 
Hes. 

Aib-Virus Toolkit costs between £59 and £275. The 
mc^e e»;pen-5ivr: p f i-rn :r> primarily tor business typos 
Who want the piece of mind provided by monthly 
upgrades, newsletters and fax alerts. If you feel a tittle 



On the software front, there's loads of new stuff m 
the pipeline. Oodles, it would be true to say. Want a 
quick run-down? Oh, all right... 

First off, there's Berfoi Wair (Kanekof and Turbo 
Outrun {IDG's very promising conversion of the classic 
race game sequel]. From Ballistic there's Test Drive 
(more high-speed marque malarkey). Onslaught (crud 
conversion of the cruddy flop Amiga game], MWre Difka 
Power FoofbaW [American style, that is) and Tumcao 
EmuttidiiectionaHy scrolling arcade adventure-c urn-shoot 
'em up starring a robot). 

Electronic Arts are releasing Road Rash (motorbikes, 
violence and high-speed action), ice Hockey (ice, vio- 
lence and high-speed action f, Star flight (none of the 
above}, farr Weaver Baseball (yawrwHamal and flings 
of Power (RPG fun J n' laffs. if you like ftPG fun 'n' laffs 
which personally I don't] and they're also domg 
Psygnosis' KiWng Game Show and Shadow of the Beast 
(Ihey look just like the Amiga versions, but hopefully 
won't play the same}. 

New development house, Dreamworks have Jesse 
"The Body" Ventura Wresting Superstars (order that 
after closing time!) and Trampofme Terror (sounds like 
toss, but rfs quite a hoot, and Tengen are lining up a 
veritable goodie-bag of gonad-grabbing conversions 
including fWigfrter, Ramparts, Ms PacMarr. Paperboy, 
Pacman\a and floadbfasters. 

Flying the flag for Britain are Mirrorsoft. who are cur- 
rently working on Speedba/J tl (dead impressive) and 
Baffle Master {dead dull). Sega have a pile of stuff, 
including Joe Jam and £arf (a "breath of fresh air video 
game" that's about as challenging as bursting Out of a 
wet paper bag) 

So it's all happening on the Megadrive front! 
JULIAN RIGNALL 

unprotected, call S&S International On {0442 B77B77), 
Remember, pirated software is the easiest way to 

infect your software collection. Play it safe and stay 

clear of dodgy back street dealers, 

Despite enormous success in America and Japan, 

baseball has never reaNy taken off over here. A lack of 

popularity hasnt stopped Electronic Arts launching 

another baseball game endorsed by Earl Weaver. What's 

new, then? 

For starters, this sporty simulation comes with vari- 
ous camera views of the on-field contest, targe fully ani- 
mated characters and a "physics model that recreates 
realtime baseball". 

The impatient programmers at Electrons Arts have 
also included a quick-start feature to get you into play 
within thirty seconds, Prospective players shouldn't get 
too carried away by VGA visions of arcade action, the 
emphasis m this sequel flows more towards the strate 
gy side of things. 

0h r I nearly forgot- Tom Selleck, alias TV private eye 
Magnum, is starring in a new baseball movie to be 
released next year. 

Cowabunga is out, Have a Cow is today's current 
catchphrase. Yep, America's latest cult cartoon charac- 
ters are currently being shown on satellite television, 
printed on T-shirts and signing chart-busting rap songs. 
The Smipsons are set to hit the poor PC . , 

A leading Canadian software development outfit has 
been commissioned to wnte not one hut two games 
based around this year's replacement for those teenage 
turtle thmgies. Konami asked DSI, developers of Test 
Drive and 4D Boxing, to get cracking Dn an original 
arcade adventure title called Bart Simpsons' House of 
Weirdness and a conversion of the newty released 
Simpsons' coin-op. 

In the arcade release, players have the choice of 



DIRECT 




To YOUR micro... 



Monthly machine specific 
columns for the users of 
the seven most popular 
machines, written from a 
personal viewpoint by 
other users... 



controlling Homer. Marge, Lisa or Bart in a mission to 
rescue baby Maggie who has been kidnapped by crooks 
in pursuit of a stolen diamond. Using household gad- 
gets like a vacuum cleaner, skipping rope and skate- 
board, the f amity tend oft the thieves and save Maggie. 
The Simpson's arcade game is packed with humour and 
big bright colourful graphics. Pap along to Ihe local 
coin-operated video game emporium for a sneak pre- 
view of what's coming to your machine. 

With the clout of being possibly the world's largest 
producer of entertainment software, Konami has enlist- 
ed the help of Simpsons creator. Matt Groening, in 
bringing Barfs cult character and pernicious personality 
to life. 

House of Weirdness begins as Homer grounds Bart 
to his room until be is 'ready to act like a human being' 
There's little chance of that, eh readers! To escape Ms 
tragic confinement, Bart tries to find a way out through 
the hallway, closet door and bedroom window. He must 
enter each of these routes to find some essential stuff 
that transforms him into the radial 'Bartman: Avenger 
of Evil'. Only then will Bart be prepared for the base- 
ment, backyard and the "coolest item in the universe'. 

'Bart Simpson has quickly become an entertaining 
character and a symbol of rebellion and radical humour 
for both children and adults,' says Konami's Brian 
Dimick. Bath titles should be available in time for Xmas. 

Warthog is winging its way back! Flushed by their 
success with the reformed re-releases ol older games, 
Dynamix and Sierra On-Line have devised an upgrade of 
their A10 flight simulator. Tank Kjfter Enhanced is avail- 
able to registered owners of the original game and 
comes with improved graphics and animation, new flight 
modelling lor added realism, and better support of 
sound cards and flight yokes.. 

i Rlk Wayne* 
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pink pages 




o you need an all-in one broadcast studio with 
digital effects., dual frame buffers, character 
generator and 3D animation? Have you got 53,995 to 
spend cm such a device? Answer yes to both these 
questions and you siiould be thinking about purchasing 
the critic alty-acclaimed Video Toaster from Amiga graph 
ics specialists, NewTek Incorporated. 

Being situated in the sleepy mid-west state of 
Kansas hasn't prevented NewTek "s engineers from 
devising one hat piece of gadgetry. No wonder the 
Video Toaster took them over four years to develop, 

"-in New York Times says Video Toaster is the equiv- 
alent of a 560,000 TV studio and USA Today believes rt 
makes an Amiga act just like a Hollywood production 
studio. High praise indeed, but what does this wonder 
widget actually do? For a start you can create animated 
videos in full broadcast resolution and 16.8 million 
colours, Video Toaster pumps out fades, digital trails 
and tumbles like there's no tomorrow. Yeah, that's a lot 
of vision in anybody's language. 

NewTek's LightWave 3D Animation software helps 



you produce special visual effects including flying logos 
and fog, Plus, there are many more sophisticated 
graphics tricks such as 'fast photorealistic rendering 
with adjustable anti-aliasing', 'particle systems with vari- 
able motion blur' and 'realtime scene preview with jog 
shuttle control'. I don't know what this stuff does, but 
they certainly sound impressive. 

You can phone NewTek on (0101-913-354-1 146*. 
Tell them ACE sent you and they might say r 'Gee. I love 
that magazine', 

Konami and Mtnrorsoft are about to unleash a stock 
car sim endorsed by a big cheese on the NASCAR rac- 
ing circuit. Winston Cup Champion Bill Elliott helped 
design the 'ultimate driving experience* complete with 
authentic pit stops, duels for pole position and 200mph 
spin-outs. All this reminds me of Mind scape's Days of 
Thunder - not a very good omen. 

The trouble with stock car racing is that if s all pretty 
boring until a crash happens. Konami has tried to inject 
excitement into their release through the implementa- 
tion of a first person perspective view of the track and 
burit-in car editor, Here you adapt your beast by adjust- 
ing gearratio, spoiler angle, tire stagger and transmis- 
sions for the hairpin turns of Sears Point or the high 
banked ovals ot Daytona and Talladega. It you really get 
into the game r there's a Gameboy version far players 
who want to I'me-lune their stock car skills on the way to 
work every morning. 

To make you feel green with envy. Konarra in America 
has tust run a brilliant competition to meet GiH Eliqtt, 
witness the 1992 Daytona 500 and win a sporty Ford 
Thundertwd Super Coupe. The finalists are due to play 
the NES adaption of Bill Elhotts NASCAR Challenge later 
this year • where they'll compete to capture the flag as 
welt as the Ford- Now that's what I call a prize! How 



about something similar in the UK? 

Disaster struck Kevin Bulmer. creator of Temwiator 
2 tor Ocean, when thieves broke into his house while he 
was on holiday last month. These tiresome troublemak- 
ers ransacked the place and stole Bulmer's Amiga 
based development kit. including a hard drive full of pro- 
gramming routines which are useless to anybody but 
lXx r Kevin. Luckily this unfortunate situation hasnt 
affected the release of the game. Good |oh really, con- 
sidering the movie is breaking box-office records »n 
America and is due to open over here later this month, 

No typing is required in King's Quest V so fantasy 
RPG lovers can concentrate all their precious thoughts 
and rettnxr:-; on exploring gloomy dark forests and vast 
mountains in search of the royal family at Daventry, For 
the past year, Sierra On-line has employed some of the 
very best programmers and designers in the USA. 
Games like King's Quest V are proving the prudence of 
this recruitment scheme, 

Desktop pilots after some plane facts should look no 
further than The Official Lucasfilm Games Aw Combat 
Strategy Book. Phew, what a mouthful! Authors ftusel 
DeMaria and George Fontaine have plenty of hot hints to 
Battlehawks 1942 and Therr Finest Hour: The Battle of 
Britain. Even the Secret Weapons of the Luftwaffe have 
been dissected for your playing pleasure. 

Without repeating any information already found in 
the manuals, DeMaria and Fontaine provide new insights 
mtD the historic air missions and the people who flew 
them. 

The air strategy guKte teaches you the special flying 
manoeuvres used by pilots in battle, explaining in step- 
by-step detail how ta fly your plane through the tricky 
acrobatic moves of the skilled combat pilot. 

* Gary WahbME 




July's Olympia British Music Fair (Or International 
Muse Fair as it is now known in an attempt to 
broaden the range ol exhibitors) is usually the launching 
point lor toads of new music software. 

This year, though, there was hardly a computer to be 
seen; major distributors like Evenlode Soundworks and 
Zone failed to appear, and the remaining exhibitors 
showing loads of updates but very little in the way of 
new product. 

Good news came from distributors MCMXCIX, whose 
entry-level ST sequencer Trax has now been ported to 
the PC, Amiga and Vac. still costing only £59* VAT. 
Encore, the powerful Mac notation program, has been 
ported to the ST and PC; ft can record in real- time or 
step-time, transcribe MIDI files, and support 64 staves 
with 4 voices per staff. Cost is £369+ VAT. 

New from Opcode is Track Chart, for all formats, a 
studio management program providing the engineer 
with onscreen mrx information which car be locked to 
SMPTE. Printed track sheets can include information 
such as song titles, track names, 



comments, start times, track groups and virtual tracks, 
and while playing Track Chart can trigger user-defined 
MIDI messages, Cost is £139+ VAT. 

Sound Technology's C Lab display featured rrus r. edu- 
cation programs Aura and Midia, together with the long- 
awaited cut-down version of the Notator sequencer/ 
music transcription package. 

Notator Alpha was The mast striking product of the 
Show, though, had to be Philip Rees' G2 MIDI controller. 
This plywood-bodied, pofymer-coated MIDI controller 
looks like nothing so much as Mr. Spock's Vulcan harp. 
With six velocity-sensitive pie20 pickup plates mounted 
where the strings of a guitar would be, the G2 has 
twelve button on the neck, which can be programmed 
to produce any note from a "strummed" plate. A knob 
on the end of the neck and the LCD on the body allow 
you to store forty "necks" of chords, giving a total of 
480 chords. A thirteenth button on the neck calls up 
new programs, and a pressure-sensitive plate on the 
body allows you to introduce performance effects such 
as prtchbend. 

In conjunction with an ST running a seojuencer pack- 
age, the G2 would form a powerful programming sys- 
tem; it will be available from around October at just 
over £400. 

Not s^en a-, the IMS. but launched a few weeks earlier 
at the trade-only APRS [Association of Proles sional 
Recording Studios! Show, was the K-AT from Friendchip, 
to be distributed in this 

country by Qiogic, the inventors of the MIDI MetrD 
visual timmg display, The K-AT is a remote controller 
designed for software sequencer users; it plugs into the 
joystick port of the ST, and is supported by desk acces- 
sory software which lets you assign any of the 14 avail- 
able control functions to any ST key, so you could 



for instance Select sequencer controls for 
Record/P!ay/Stop/Punch-ln without being anywhere 
near the computer. Cost will be around £65. 
Also on the way from Friend-Chip are Mirn-Ma'*, a 12-in 
15-out MICH patchbay; and SM'X 900, an expandable 
version built up from Bout units. The function of a MIDI 
patchbay is to a»ow you to route different MIDI con- 
trollers - a sequencer, drum machine, keyboard or MIDI 
drum pad perhaps - to a number of MIDI sound mod- 
ules. They're invaluable in a large setup, but tend to be 
expensive and fiddly to use. The Friendchip products, 
though, are MIDkontrafled using Super Ma'x, an ST 
software accessory which uses a series ol pro- 
grammable gird screen displays which can be called up 
from your sequencer program, re-routing your equip- 
ment as you play! Prices have yet tD be confirmed, 

Another good bit of $T music news is the return ol 
Hybrid Arts after a period in the distribution wilderness. 
SMPTE Track, GenEdit and HA's other MfDI software 
packages have finallybeen picked up by Digital Music. 
New versions in the pipeline include Edit Track Gold 
V6.0 and SMPTE Track Gold V6.0 for the 

ST, at £129 and £395 respectively (with an upgrade 
path offer from Edit Track II and SMPTE. Trackll); and the 
latest version of the generic patch editor GenEdit, at 
£179 for the ST. 

3 -gital Music's most interesting new launch is an 
unusual product from Scorpion Systems; "sYbil" isn't a 
sequencer or algorithmic composer as such, but a real- 
time MIDI program for improvised perlormances. Taking 
simple melodies from a MIDI controller, sVbil can turn 
them into mulb-bmbral chords, complex melodies,or 
even program change commands. The package is avail- 
able at £99 

•CHRIS JEhKlhS 



PREMIER MAIL ORDER 



We are on stand No 12-f at the Id Bit Computer 5ft ma Titles marked * are not yet available and will be sent on day oj release. 

Please send cheque /PO/ 'Access /Visa No. and expiry date to ; 
Dept AC07, Trybridge Ltd., 8 Buckwms Sq., Burnt Mills, Basildon, Essex. SS1S 1BJ. 
Please state make and model of computer when ordering P&P inc. UK on orders over £5.00. Less than £5.00 and En rope add £1.0 
per item, llseiehere please add 12.00 per item for Airmail. These offers are available Mail order only.. Telephone orders; mon-Fri 
9am 7pm, Saturday JOom-lpm. Hi \ to'der* : 02(*S lei Orders : 02<>S - 5W766 



147 3D Snooker 1 1G.99 16.93 

3D Pocl 7.99 7.99 

3D Construction Kil 2«.99 32.99 

i.'2Meg Upgrato ..... 24.99 

1/2 Meg Upgrade with clock - 26,99 

K 10 Tank KHI«r \\ Mfrgj 26.99 

MltitXimer 6.99 6,9$ 

Vncan Raidara 6.99 ...6.99 

Air Dual' 22.99 22.99 

Assault on Ateaira* ' 16.99 16.99 

586 Attack Sub 16.99 

AMOS 29.99 

Amos JD ' , 2* 99 

Amos Compter - 19.99 

APB r 6.99 6.99 

ArKtinphoftia ' 1 6.99 1 G.99 

Artano.d2 6.99 6.99 

Arrtw - GwHofi 16.99 16.99 

BAT.._ 26.99 19.99 

B**10trw Fuhif*3 16.99 16.99 

Bards Tale 3 ■ 16.99 

Batman Cap#d Crusader 6.99 6.99 

Battfe command 16-99 , . 1 6.99 

BatUa a* Britain .,19.99 19.99 

Buslbustvs - 16.99 16.99 

Blr* Ot Pre? ' 26.99 26.99 

Blue Max 19-99 19-99 

Billy *» Kid* 16.99 18.99 

Big Game P4hlfig * 16.99 16.99 

Blade Warrior ' 16-99 .- 16 99 

Bfat 16.99 16.99 

EkKtokan - g.99 

40 Boxing 4 16.99 16.99 

CMJIflS' 19.99 19.99 

CJ's Elephant Amies - 6,99 ..... 6.99 

Mi nr rt Circus 6.99 6.99 

Crazy Cars „. 6,99 6.99 

Crime Owsnl Payr ■ 1 6.99 1 6.99 

Cavadar 16.99 16.99 

Cadaver data Chsk 9.99 9.99 

aptW , 16.99 16.99 

Cariturlon - 16.99 

Chase Strikes Back 9.99 16.99 

Chasa HO 2 16.99 16.99 

Champions of Kryrwi IIMeg, 21 .99 

Chuck Rock 12 99 - - 1?99 

hudtVaagef 16.99 16.99 

Codmante Iceman (iMg) .......26-99 

Cobnes Bequest (lMj> ■ 26.99 

Comn\an<lo War 4 16-99 1 6-99 

Conquest Camelot ( 1 Mj) .26.99 

CorfjoratiflOL 9.99 9.99 

Corporation Dala Disk 4 99 4.99 

Crichai 1 Meg ■ 19-99 

Cnekel Caplain .16-99 16.99 

Creatures* ,,,.,19.99 19.99 

Cmiselor a Corpse 1 16.99 16.99 

CytercofiS 16.99 16.99 

Cur» of Azure Bonds. (1 Mpj r 1 9-99 19.99 

Daritmafl ' , 16.99 16.99 

Das Boo", 19.99 19-99 

Dtfendsr of Crown 7.99 7 99 

Dmitris ' 6.99 6.99 

Dwib** Dragon 699 699 

DaIjxe Paint 39.99 

Dtmey Animation - 59 99 

Oragryis LaJrS „ ., 26.99 

Drtgofl Wan r ,- r „.„ ri , r „.,iG 99 

Dragons Lair |1 Megf 2G.99 

Draoons Lair Time Warp 26.99 26.99 

4DDrwin 16.99 16.99 

Dm*. Tales 16.99 16.99 

Duster" 16.99 16.99 

5*5* 19-99 19.99 

Blft 9.99 

ELF*_ 16.99 16.99 

Emrrnhlyghes ,. 13.99 13.99 

E9C*p#'rdrn Culdilz 19 99 19 99 

Kl nfltifiBaholclflril mejrt 19.99 

Excaibuf 16.99 16-99 

F15 Strike Eagle 2 * 22.99 22.99 

F16 Combat Pilot 1 6.99 16 99 

Fl&SfcaWt Fighter. 19.99 19.99 

F29R«alia*or 16-99 16 99 

Ferrari Formula 1 6.99 6.99 

Final Figm ' 16.99 16.99 

Brit Samurai * 16,99 .16.99 

Pkjhtcrlrjifiintrurjef 19.99 19.99 

Rood ,., 8.99 6.99 

jFoorhal Director 2 13.99 19.99 



Ford 98 Rally* 16.99 16.99 

Fun School 3 . 5-7 16 99 16.99 

Fun ScTtooi 3 OV»f 7 16.99 1 6.99 

Fun School 3 under 5 16-99 16.99 

Fun School 2 CM)-... t3.99 13.99 

Fun School 2 (over 6) 1 3.99 1 3.99 

Fun School 2 (under 6) .,13.99 13.99 

Future: Wars 16.99 16.99 

Gaunlet3* 16.99 16.99 

Gods 16 99 16 99 

Golden Axe 16.99.. 16.99 

Gunshlp 14.99 14.99 

Gunboat ' 16.99 16 99 

Harpoon <1 Meg) - 19.99 

Hrlch*ers Guide 7.99 7.99 

H. I Stmel Blues 1&99 16 99 

Hollywood Collection 19.99 19.99 

Hemesquest 16.99 16 99 

HQfT0* Zo«*iM 16.99 16.99 

Hunter' 1$,99 16,» 

Hydra 16.99 16.99 

IK+ 6-99 6 99 

Intfy Jor>e& Al.anris Arjv ■ 19 99 1 9.99 

interceptor S.99 

Indianapolis 600 16-99 

Int Soccer ChaJlanga 16 99 , ..... 16.99 

it came Irom the Desert Daia ..■ 9.99 

it Came irom the Desert (1 Meg) 1 4 .99 

K Came from the Desert Am Heads 19 99 

Jack Nichiaus Extra courses....' 9.99 

JaekNichiaus Golf 16.99 1&99 

Jahangw Khan Squasn 16.99 16 99 

Jungle Book 6.99 6 99 

Jack Nicklaus unlimited Go\t .,19 99 

Judge Ondd... 13.99 13-99 

KickOfl 7,99 7 99 

Kick OH 2 ...........12.99 12.99 

KickOfl 2(1 Meg* - 14.99 

Kilhng Cloud* 16.99 16.99 

KO 2 Super League " 9.99 9.99 

K.G-2 Final Whtslle 6.99 6-99 

K.O.2 Giants oi Europe • 7 99 7.99 

K.0.2 Return o< Europe ' 7.99 7.99 

K.O 2 Winnmg Tactics 5.99 5.99 

Knights odlhe Sky \ tgg?... 19 99 

Usthlin)a2 , g 6 99 6.99 

LasL Nir^aS " 16.99 16.99 

Leisure Suil Larry 2 . 1 g 99 26.99 

Leaiher Goddess 7.99 7.99 

Legend * .,,16.99 16.99 

Leisure Sull Larry 3 26.99 26.99 

Life and Dearth 1 6.99 1 6.99 

Licence to Kill 6.99 6.99 

Lombard Rally 6.99 , & 99 

Loom 19.99 19.99 

Lord CH Lt>e Rings ' - 16.99 

Lords of Chans 16.99 16 99 

Lost Patrol 16.99.. 16.99 

Magnum 4 , ...16.99 16.99 

Magemic Scrolls Coll ' 19.99 " 19.99 

Man Uld Europe 16-99 16 99 

Masters Golf * ...19.99 19.99 

Masterblazar 16.99 16-99 

Maga Lo Mam* ' „.„ 16.99.. t6.99 

Marcs 16-99 16-99 

Maga Traveller 1 19.99 .........19.99 

Mig 29 .22.99 22.99 

Monster Pack 1 * ..19.99 19.99 

M1 Tank Platoon 19.99 19 99 

Miami Chase 6 99 6.99 

MidWmter 19.99 19.99 

Midwimer 2* 22.99 22.9g 

Mylti ' 16-99 16Jt 

NAM 19.99. ...... ..19.99 

Navv Seels 16.99 16.99 

Nig.ht4hif1 9.99 9.99 

Operation Sleartr, 16.99 19.99 

Outrun 6.99 6.99 

f*GA Tour God 19.99 

Pireles 15.99 15.99 

Player Manager 1£.99 1&.99 

PP Hammer* .,16.99 16.99 

Platoon 6-99..,, 699 

Populous 2 " 19.99 19.99 

Platinum 16.99 16-99 

Police Quest 2 i 16.99 26.99 

Powerdrome ........8.99 B.9& 

Power Pack 14.99 1 4.99 

Powermcnger Dale Disk 1 ' ....3l99 9 99 

Pool of Radiance...,,,,, , - „t9 99 



Populous 16,99 ...16.99 

Populous Promised Land 7.99 7.99 

Power Up 19,99 19.99 

Prince c4 Perehla 16.99 1 6.99 

Powermongar 19-99 19 99 

16.99 16.99 

6.99 6.99 

Predator 2 16.99 16.99 

Projectyte 8,99 6.99 

Puunte 16.99 16.99 

Ouattro Arcade 9.99 9.99 

Quattro Sports. 9 99 9.99 

Railroad Tycoon 1 22.99 22 99 

Rainbow Islands 13.99 16 99 

Red Slrjrm Rising 15.99 t5 99 

Red Baron" - 26.99 

Reach for the Skies*.... 18.99 ...16.99 

Realms " 19.99 19.99 

R-Type . .699 6.99 

RType2" 16.99 16-99 

Robin Smnjij Cnckel ■ , . ,, 16 99 16.99 

RobOCdpS " 19.99 19.99 

Rochel Ranger 7-99 7.99 

RcCozone * 16.99 ....16.99 

Ftolator * 16.99 16.99 

flick Dangerous 2 16.99 16.99 

Rise oi the Dragon * 26-99 26,99 

Rocky Horror Show ' . .16 99 16.99 

fl0b0C0p2 16.99 16.99 

Search for tha King ' £4,99.,, 24,99 

Secrets oi tht Luttwafle * - 19.99 

Secret of Monkey Island.. 16 99 16,99 

Shadow Dancer 16.99 16.99 

Shadow Sorcerer " - 19.99 

Shuttle*. 19.99 19.99 

Silent Service 9,99 9-99 

Silkworm 6.99 6.99 

Sim Earth" 19.99 19.99 

Skull and CrDsstJones 1&.99 . .16.99 

Space Ace ..26.99 26.99 

Speed ball 2 16.99 16.96 

Speed ball 7.99 7-99 

Stratego* 16-99 16.99 

Strip Poker 2 .6.99 6.99 

Strtp Poker 2 + Data 6.99 6.99 

Star Righl 7,99 7.99 

Star Fight hVitE* 5.99 

Supercars 6.99 6,99 

SupercarsZ 16.99 16.99 

Super Monaco GP 16.99 16 99 

Supremacy ...................19.99 19.99 

Super Hang On 6-99 6.99 

Swfcr 16.99 16.96 

Swilchbiade 2 1 6-99 1 $-99 

Terminator 2 ' 1 6,99 . , 1 6.99 

TestOflve Compilation 19.99 19.99 

Team Suukl 16.99 16.99 

Team Yankee 19.99 1 9-99 

Teenage Murtant Turllas 1 6,99 1 6.99 

TastDnvea* „.-..,. ....16.99 

Thunderhawk " 19.99 iy y9 

The Immortal (1 meg) ...16,99 16 99 

Toobkl 6.99 6.99 

Toki 16.99 16 99 

Toyota Cellca 1 6.99 1 6. 99 

Total Recall 16,99 16 99 

Tnad Vol 3 9.99 - 

Track Suri Manager 2 * 16 99 . ,.,16 99 

Turbo Challenge ....................16.99 16.99 

Turbo Challenge 2 1 16.99 16-99 

Turncan ,.„.., 7.99 7.99 

Tumcan 2 , , ....16.99 16.99 

TV Spoils Baseball * 1 9.99 

TV Sports Footbal 7.99 7.99 

UMS2(1 Meg) .,.,.19.99 19.99 

VYz 16.99.... 16.99 

Walker" 16.99 16-99 

War Lords ■ 19.99 

MfeM 6-99 6.99 

WnH Peck ( 1 Meg) 19.99 19.99 

wonderland 19.99 19.99 

Wrelh oi the Demon 19 99 .19.99 

Winning Team ' 1 9.99 1 9.99 

Wings r „ r ,,. 11 .99 

Wlr KW - 16.99 16.99 

Xenomorph 2 * 16-99 16 99 

Z-Out 13.99 ....13.99 



I V SPKCI VI 
OFFERS 

EACH! 



Hottd 

Projectjrte 

Itudukan 

Inicnttptur 

Ferrari Kermula I 

Star-flight 



Si A. Vmijja 
ST &. Amiga 
Amiga 
\llliLM 

SI' & Amiga 
ST & A miga 



THIS MONTHS 

EXTRA 
SPECIAL OFFER 

huly Junes A civ 
AMIGA 



1 1 1 



SPECIAL OFFERS 
AMIGA 
£9.99 EACH! 



Nigtshift 
Gremlins 2 
Sword of Sodan 
Zak McKraken 



JOYSTICKS 



Quickjoy JetfiRhter 

Cheetah 125+ 
6.99 

Comp Pro Extra 

14.99 
(Juiekjoy Z Turbo 

8.9*> 

Quick shot 3 Turbo 
S.99 

Sega Control Stick 
U.99 



BLANK 
DISKS 



Un branded 



10X3. 5" DSD I) 
20X3.5" DSDD 
50XJ.5" DSDD 
100X3.5" DSDD 



5.99 
10.99 
23.99 
44.99 



Branded 



3.5" DSDD 
5.25" DSDD 



(each i 1.25 
(each) 0.75 




FOR MEGA DRIVE OWNERS 

(Pl*a** phon* bl d»tuik on otW tmIliii! 



NiNTENDO GAME BOY £64.95 

All NINTENDO GAME&QY GAMES. 
SAVE £ f O.OO Off L/SUAl *.Jt.F # 
fNOUffliMflT/DOFFFff. 

FROM ONLY £12 EACH* 



SUPER FAMtCOM 

NINTENDO 5U PER FAMJCOM . C225.0C 

FAM1COM * ONE GAME .£265-00 

FAMICOM + TWO GAMES.. C2B5.00 

ALL FAMtCOM OA MES OKL Y £39.95! 



MEGUNmsnaAioms 

JAPANESE CQNVERTQfl EllSS 

AV LEAD C 7 95 

TURBO JQVPAO El&tt 

PRO 1 JOYSTICK £19 95 

STRlDER £26 95 



ATARI LYNX £74.95 

SA VE £3,00 OFf OUR USUAL fl&Cf Of 
£23,95 AMD PAYONIY £2X93, FOR 
ANY ATARI LYNX GAME r>y vi.nxb bi 



(Dept ACE 3), 46 Ashden Walk, Tonbridgc, Kent.TIMIO 3RL 
WI WU UAT AMY PWQ IN TMU NUMZ1NE THAT If CHUFU HUN QUtf IT 11 



PLUS ANT OAW I UP TO J 









* 

m 



PLUS ANY GAME UP TO £50*00 
WORTH £340.00 HOW ONLY £ 1 AO. 



TCAMEGAtm +5CMC WXIHOG* MOITJII0UZ4 JDTWtlMXffW 
WORTH £285.00 NOW ONLY f 1B5.00 



SEGA MEGADftlVE GAMES 



A fy *Ti art! i Cd l*t" Tank 

*«r> hi rows 
Alteiburne* II 

3torm 

4lDrn>r Hnrii *,rt 
Ann 

Bare' Knuckle 

Bonar«aBioa 

Budcikan 

Buslcf Douqlnr, Boung 

OanuaW 

Lhnk rr«r 
Elemental Master 
E Sw*l 
Far Easy 

FOtgoUpii World! 



Gain Groirt 
GhcsJbuxIcrs 
GftOufc n Ghost* 
GaktofiAkfl 



CtB4 4< 
E31 95 
£32 M 

e?s 95 
H ■ K 

£32 9i> 
£31 « 
EM 95 
E34 H 

E32.50 
EUSSO 
ES7.M 
£2* « 

W » 
L Jt. B6 
«4 K 
£31 9fl 
£29 50 



H^rtnall 

Hard HfMA 

Heavy Un* 
tee Hockey 

JarnciPand 

joe Montana Football 

Jctir Marfclwi l-ofrtriaJI 

Ugm 

Lakers Ys :_ -iv 

Ld&i Barilla 
Mar,.:* H.u 

McHey Mouse 

Hdfiififil ResislHrtct 
Mghl *nri Mai>i- 
htocrnivalkcr 
POA <x>ll TW 

PharVasv SlarZ 

FUmrjom .. . 
Fangstdc Angnl 
Shaft)* DartCS' 
Srwing and Oarkne- n 



ES* SO 

£32 95 
E29 9* 
E31.S5 
CW 60 
EM. 95 
E29 95 

c:n Ki 
ci4 » 

£19 » 
£33 50 
f:i4 Mi 
£34.50 

C89 itL. 
£37 95 

£3i 50 
ni W 

•■ .1-1 H 1 : 



50'tf?»lart 

SfKieclHal 

Sprdermark 

5Ui Cortlrol 
Strcol Smart 
69fl Sub Attack 
SrjC*- *irvo* 

Super Baokcltml 
Super HancjOn 
5r*«r Monaco OP 
Supijr St^nofci 
Super VrilrvbaU 

SwOrd ur ¥i' u'i 

Techno cop 
riundcftorcic III 

V.ihi.-. II 
lV,l'i1nif 

uvi.- i j^'i>jv IN 
Wr*M Cup Kocnnr 

Wreaiit War 

/any Gntf 

ZwDWirtr? 



CM 50 
I"!,'' Fmi 

£32 96 
£32 FJj 
£39 Hi. 
£3395 

£26 4t 
£37 50 
£3395 
£32 W 

tart* 

£3995 
1 ;'H qs 

C33 95 

£3i 95 
ST24 9% 
£ 3i 50 
£34 SO 
£t32 95 



MEOA HIRE SERVICE 

MEG ADR l VE GAMES... £4. 00 nrwiii 
GAMEBOV GAMES.... E3.50 p. r w «* 

Forn'twrn Gamn £5 . 00 p*r w**A 

/PTmi* pAjorw Aw olafcii.ljJI 



5CGA6AMIGCAR m.9S 






SUPER 


MCICEV MOUSE 


MONACO GP 


DRAGON 


CaUMMS 


CRYSTAL 


FENGO 


WOND£(tBOV 


CUOC 


MAZE 


BASEBALL 


SYNDROME 


ZAMGEAl 


GG SHINOQI 



MEGADRJVE MEGA OFFBC5 

ANY Of* Of THE NEW JAPANESf GAMCI 
USTtD tlLOW ONLY EACH 



ESWAT 

GHOSTBUSTERS 
MICKEY MOUSE 
CRACKDOWN 
WHIP RUSH 
HELLFIRE 
DJBOY 

SUPER BASKETBALL 
SWOflTJ QF SOOAN 
GOLDEN ME 

vvoNDcneovtn 

SHADOW BLASTER 



INSPECTOR K 
CVBEFWrULL 
ARROW FLASH 
GAIN GROUND 
MAGICAL HAT 
SHAOOW DANCEfl 
HLIflRlCAN 
DrMMlTE DUKE 
MOOrVWALKER 
ARNOLD 
PALWEfl GOLF 
VAUUS III 



TO ORDER. PLEASE STATE ITEMS YOU REQUfRE TOGETHER WfTH PAYMENT MADE PAYABLE TO 'MEGAMIX', Oil PLACE YOUR ORDER ON 
OUR CREDfT CARD HOTLINE 0732 351220, OVERSEAS ORDERS ADD £5. ALL 0RICES ABOVE INCLUDE VAT, POSTAGE AND PACKAGSNG 
MfCAMtX SOFTWARE (DEPT ACE 3} 4 6 ASHDEN WALK, TQNBKiDGE, KENT, FNIO Jll 



G.P.S 

(Computers) Ltd, 
Tel : (0268) 782949 



ATARI 



All items include postage 
and are kuiiL 1st CAaas 
imiured pust. INciist' add 

£6 foT 2/3 day courier 

For lmrdwLiri*. 



Lynx Machine 74.95 

Lynx MaehiiK + PSU.. 89.95 

Lynx Machine + PSU+Cal Game. 109-95 
Lynx Cigar Cigarette Power Adap CALL 

Lynx Kit Ca&e CALL 

Lynx Carrying Pouch , .,„,,. .GALL 

Lynx Sun Visar.... CALL 

Lynx Power Supply Unit 12.95 



Lynx Communicalions Cable 6.95 

Lynx Software FHOM 1 9.95 

ATARI520STE "Disco. Pack" 289.95 

ATARI520STE Turbo Pack* 31^.95 

ATARI 1040STE "Family Cur.Pk' 259 95 

ROT EC RF680 Second ST 

Drive + PSU £4.95 



COMMODOKK 



Commodore A 500 Cartoon Classics Pack £369.951 

Am<ga A500 "Screen Gerns Pack" , v „ 359.95 

Amiga A500 "Screen Gems Pack + A5D1" 369.95 

Amiga A1 500 + A1 084SD MoftilOf 699.95 

ROT EC RFeBO Second Amiga Drive 54.95 

Philips CMB633 Mk2 Colour Monilor 234.95 

Latest Amiga Software Titles Available ....CALL 



SEGA 



Sega Megadrive + 1 game 

Sega Game Gear 

SONY BULK 3,5" 
DISKS 

10 - 5.95 

25 ,„„..„„.11 r &5 

50 21.95 

100 39.95 



134.95 

69.95 

OFFICE HOURS 

MON-FRI10.00 -7.00PM 

SAT „9.SQ- 7.00PM 

LATE NIGHT THURS 
riL-L 3. 30PM 



Pivtixe mukr rhvyues and postal orders payable to 

Rayleigh, Essex, SS6 9NE 
< HllUlT tJUW HOT USE : (0268) 

Sttft kx sub frit in availability 





TO FILL THIS SPACE 





Tina Zanelli 



on 



071-251-6222 Ext 2483 



pink pages 



ATARI LYNX 




A tan may have won a Pft coup 
when Gazza was seen holding a 
Lyn* Dflt the front page of The 
Sun. but Sega is pulling out aH the stops 
jjnoincning their Game-gear colour hand 
held console. Every bme I switch on 
Children's TV - only for my kids of course 
■ I'm bombarded by yet another give 
away competition, giving away the com- 
petition. Even cricketer Graham Goocti 
prefers his. free Gamegear to buying a 
Lynx and I've just seen children's 
farvDurrte TV personality Philip Schafield 
wrth one. Looks like Sega emptoys a puo- 
fc relations agency with better contacts 
flyou ask me. 

The bosses at Atari must be feeling 
the squeeze because they recenrjry print- 
ed a 'M«e is Better Than Yours' sort of 
brochure filled with statements such as 
the 'Gamegear ts based an the old Sega 
Master and shows it', 'Gamegear has no 
special features like scaling and rotation' 
and 'Gamegear is hmrted to 64K car- 
tridges while the Lynx can take eight 
meaabtfe carries' 



No matter what people say, size does 
matter. Er, the size of your software base 
that is! Sega is launching a new 
Gamegear title every week or so. I think 
ifs about bme Atari started to realise the 
Lynx needs up-to-date conversions from 
top people like Ocean and Konami if 
they're going to win the colour handheld 
wars. I'd rather dI ay Terminator ? than 
Turbo Sub Know what I mean? 

Thanks for the terrific response from 
people out to grab some free publicity 
for their Lynxnxientated efforts. My heart 
leapt with delight and surprise as I dis- 
cnvftred rhn Luge rumhiy ?.\ generous 
souls helping other players with hints, 
maps, cheats and reviews. Well done, 
guys! 

Judging by the mad tVe received over 
the last couple of weeks., there are seem 
ingly loads of active Lynx users dotted all 
around the country. I only wtsh we could 
form some sort of official club like the 
lucky Japanese video games players 
have for their consoles. Let's hope this 
dream of togetherness could someday 
become a reality. What da you say, Atan? 

Without further delay, here's a quick 
run-down of the most active Lynx users 
around, 

Sorry, if I've missed you out. 
Unfortunately, the mail has been effected 
by a local postal dispute so rewrite those 
tetters and send them mta me at the 
usual address Isee below). 



Atari Lynx Console User is the brand 
new, if an unimaginatively tided, maga- 
zine dedicated to our favourite handheld 
slab of silicon. I haven't actually seen the 
first issue yet. but if you're interested 
send 35p and a large SAE to: Lynx User, 
1 1 Montgomery Drive, Spensers Wood, 
Reading, Berkshire RG7 1BQ. 

Meanwhile. Andrew Reid is offering 
players a free sample of his fanzine il you 
send a first class stamp to 63 Croftway, 
Selby, North Yorkshire Y08 9DD_ Oon'l 
forget to include your return address, 
though! 

Last, but by no means least, Peter 
Terry has a more commercial venture in 
operation where he buys, sells and 
exchanges Lynx carts. There's also a 
monthly mag tD keep his customers 
happy. Does Peter ever find time to 
sleep? For more details send an SAE to 
32 Boma Road, Trentharru Stoke, 
Staffordshire ST4 8EB. 

I'd love to hear from you if you've just 
started a user group or have some tips 
to share with other players out there. Or 
perhaps there's something bugging you 
about the Lynn or video games in gener- 
al? Either way, please write to rne care of 
Lynx Pink Pages. ACE. EW4P images. 
Priory Court, 30-32 Farringdon Lane, 
London ECLR 3AU. For those of you real- 
ly into high-tech gadgetry HI also include 
our fax number (071 490 10941. 

The aforementioned Turbo-Sub is an 



original Lynx game for one or two play- 
ers. You must rid the planet of alien 
invaders who have taken over the skies 
and seas. Turbo-Sub uses the sprite scal- 
ing features ot the Lynx to great effect, 
Though some would say the gameplay is 
a little too basic by today's standards, 
This fast Wast <s out soon. 

TAME THE GAME 

Don't forget to defuse the ball in TOUR- 
NAMENT CVBEflBALL if you want to keep 
those powerful running backs, agile wide 
receivers and star quarterbacks adive. 
Short ptays such as Flex Run, Goal Line 
and LB Blitz are great against the run or 
short yardage plays. While short passes 
are hopeless when facing defensive line- 
up's like Safety Blitz and LB Drop. For 
long formations go with a Prevent. 
Comer Blitz or Flat Nickel. When playing 
offensive passes there's nothing better 
than a good Thrust, dastardly Double 
Cross or taking the Easy Money! 

You can make your plane perform 
ready tight turns in WAftBlftDS by switch- 
ing the engme off. When pursued by a 
persistent enemy, dive into the clouds to 
ditch them. Finally, and a rather obvious 
one here, attack aircraft from behind. 
Why should this be so air-pparent? Guns 
are f orwardfinng only in this game! 



■ Tomy Montana 
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PSU* 


HEADPHONE 




S33.90 


M DRIVE ABOVE WITH EITHER 


tt'-BO'Y 3 MAGICAL HAT OFl HELLFlRE 








MUHivfc - yowiu ♦ 


ESWAT 


....£134.96 


some: hedgehog ijap°i 


...2?.9i 


SONIC HEDGEHCJtS 




32. » 


QHWPUUSTE H& 




1^S5 


CRACKDOWN 




10-9S 


DYNAMITE OUKE 




19*5 


MOONWAUEFl.. 




^ 95 


AXISFZ 




KM 


DJBOY 




1395 


HELLFlRE 




'995 


ESWAT 




U.« 


UA&CALHAT 




20.95 


WONC£F*OY3 




. iS.95 


PHELKB 




>5W 



SHADOW DA NCEH 

FUC"<UM|- 

VEHYTEX 

BONANZA BROS 
SJ|FF= MAS'r^ :*A - 
MC«ytEFI HUWTFP. 
FIFf 5HAFW 

BATUAN,_ ,„.„._.„„„ 



17« 

ZS-TC 

-3W« 

2595 

2S.4* 

35-** 

».» 

OlfNDUO HM 
Aero BLASTERS 

JAWES POND |U*Q 27. » 

TECHNO COP lUSAl 29.BS 

NAD LA THE WONDERFUL .31.06 

THE FAAY TALE AD (UK) 36.96 

AFTER fiUftNSft II 24.96 

yiCWlGHT HSlSTANCE 29.96 

KINGS 80UNTV lU&Al -34.96 

ABfUMH BATLE TAIW. (USA) ,3*.96 

CENnifilOfl lUfiAl 17.96 

ST AD CONTROL |12U USA) ,39.96 

HEW RELEASES 

THE FASTEST OWE 31 « 

WARKJ „ ....3S.9S 

LEOENDOFRCEW .CAU 

NAMCOBA3EBAU._ - .0*14. 

VAPOUR THIAk E JULV 

rWRr KNUCKLE 1 7 JULY 

STREET SMART , 17 JULY 

mLKCERFOK ,. 28 JULY 

OUT RUN 2AUQ 



HARDWARE 

JAP ADAPTOR _ 7.96 

SG H :RAPlt) <• SLOW MO|..„ 13.96 

PfiOl 14.96 

POWER STICK _ EB.96 

3 N 1 PQVflfRSTICK 28.96 



Please note: all machines 

CAHRY A FULL 1 YEAR WAHHAN IY 

■ PLAY BffT JAP GEN CARTS - 
TRANSLATE 9CR(. Of JAP TEXT TO 
ENQUSH ALL GAMES JAP UNLESS 
SPECIFIED 



MFGAPR1VE TOP 10 



1 . SONIC $2-95 

2. GAIRES., 24.95 

3. ALIEN STORM ......33.95 

4. ZERO WING 28.95 

5. MARBLE LAND 32,95 

6. WRESTLE WARS .32.95 

7. MAGICAL HAT 20.95 

a. SUP MONACO GP27.95 

9, PGA TOUR GQLF .3S.95 

10. TIGER BED 2$,95 



SAMEBQY GAMES 



CHASE HQ, GOLF. QLJIX, 
ALLEYWAY WORLD 
BOWLING, FLIPPAL, 
AFTERBURST SPACE 
INVADERS , T.M.NX 

ALL 1B.95 
PACMAN, OPERATION 
CONTRA, DR MARIO, NIJA 

BOY. LOOPZ. BUBBLE 
BOBBLE. SKATE OR DIE, 
WWF, RESCUE MISSION, 

DRAGONS LAIR. 
CEASARS PALACE, HUNT 
FOR RED OCTOBER, 
GREMLINS 2, R-TYPE 
ALL 21.95 

MAGNIFIER 8.95 

CARRY CASE 8.95 

LIGHT 895 

WIDE BOY 19,95 

SLUE LIGHTNING ...1/.91 

KLAX „ 18 95- 

GATES OF 2ENOOCON 18.96 

CHIPS CHALLENGE Ifl 9$. 

2ALA MERCENARY 18 95 

SLIMEWyH.IJ 19 95 

2ENA.PJQA 189* 

CAUNTUET3. .22-95 



PC ENGINE 



PC ENGINE CT + GAME + 
BATTERIES + EARPHONES .224 .95 
GAMES 

JACKIE CHAN 31,95 

LEGEND OF HERO TOMNA ...32,95 

DON DQKO DON 26.95 

CADASH 31 ,95 

NAMCO BASEBALL 22.95 

MRHELI 26 95 

HERO OF SWORD 19 95 

SUPER VOLLEYBALL 22.95 

DRAGON SPIRT -22.95 

LITTLE NINJA BOY 26 95 

ATOMIC ROBOKID 23 95 

F1 PILOT 18-95 

PSYCO CHASER 22-95 

SUPER STAR SOLDIER 24 95 

LEGENDARY AXE 27.95 

MANIAC PRO WRESTLING ....22.95 

VEJGUES 24.95 

IMAGE FIGHT 23,95 

HEAVY UNfT 24,95 

GAMOLA SPEED 24.95 

BARBUMBA 24 95 

RFACH VOLLEY 23 95 



NEO-GEO 



NEO GEO 289.95 

NEO GEO + ANY GAME379.95 

MAGICIAN LORD 89.95 

BASEBALL STARS „. 89 95 

LEAGUE BOWLING B9.95 

RIDING HERO 89 .95 

NAM 75 89.95 

TOP PLAYERS GOLF 89.95 

THE SUPER SPY 89.95 

BLUES JOURNEY 

{NEW) 109 95 

ASO II (NEW) 109-95 



COMPARE WITH 
PRICES 
ELSEWHERE TRADE 
ENQUIRES 
WELCOME PART 
EXCHANGE 
WELCOME 



GAMEGEAR 



GAME GEAR BS 95 

GAME GEAR + PSU + 1 

GAME „.1 18-95 

GAME GEAR + PSU + 2 

GAMES ...132.95 

COLUMNS, PENGO, 
DEVELISH, G-LOC, 
DRAGON CRYSTAL , 
BASEBALL 91 . HEAD 
BUSTERS. KINETIC 
CONNECTION. MICKEY 

MOUSE, PSYCHIC 
WORLD, SUPER GOLF. 

WOODY- POP, 
WONDER BOY, MONACO 
CP, MAPPY 
ALL £18 .95 EACH 

GGA STADIUM, 
GGSHINQBI. SKWERK. 
CHASE HQ, HALLEY 
WALL 
ALL £19.95 EACH 
MAGICAL GUY. FANTASY 
ZONE GEAR. RASTAN 
SAGA. GRIFFIN, 
WAG AN LAND 
ALL £20.95 EACH 

OUTRUN .03 AUG 

PUT+ PUTTER 23 AUG 
SPACE HARRIER 3. SEPT 



MAC! 




IINES 



) 



PO BOX 34 HARTLEPOOL 
CLEVELAND 

TEL 0459 £31703 (10jAM-8FM 7 
DAYS) 

TEL 0429 869439 

(4PM-9PM MON Ffll, 1QAM-&PM 
WEEKENDS; 
FAX 04?9 S6202a 




FAMICOM 



FAMIGOM (SCART) + ANY 

GAME 219.95 

FAMICOM | SCART) + 

2 GAMES £49.95 

GAMES 

m 

^t'&AtTLE::: :::::::: :.: m 95 

PILOT FIGHT ,37 95 

MARIO 4 . JZ® 

AJGUST A GOtF i|3Df - ....... '.'".'.'.'.3Q[S5 

^upIr pro' baseball .33 95 

SUPER STADIUM BASEBALL.. CALL 
gUPER R-TYPE.. . . 43 95 

JOYPADS/JOYSTICKS CALL 

SCART EXTENSION LEAD ... 19 95 
SCART t STERO LEADS 16-95 

PLEASE ADD £10 FQfl MACHttCS 

(COUfllEH D€LIV€RY> 
CI FOH HAN 'J HI- 10 MfcCMIhJES 
£3 JOYSTICKS 
1 1 50 HAKOWAAE + OA WES 
IGAWES « ACCESSORIES SfNl 1ST CLASS 
RECORDED DEL1VERV1 



WANTED 



ALIENS 




USE YOUR 

VOICE 

TO 
OUTOKAW 
THE 
GUNFIGHTER 

CASH PRIZES 



0898 

313590 



\ INFQPtAL PQBOX 36 LSt 4IN Col Chfrg« 34p Par M|n Ch«p 45p Mn AH Other 





II AN ADVERT 
IS IN PRINT, IS 
IT PROPER? 

HIimM itfvcrtlpcneiibi an- prrfrctl) proper 
A fear an not 



Tlir Vl^rrlisirifi Sl;imi;iriJ< ■\ulln>nL> n n t on |> 
monitor* over a 50 advcitlflrmfflis fwrj' iriunih, It ensures 
Compliance wltll Hit roles In Ihr slrlcl Uidc nf Adwrlisknjt 
Pmctlet. 

So When you qufMlon an adverLlsrr. Incy haw Id 
answer *o us. 

Tri find OUl mnrr ahniit tttf role of Llir 
M>\. ploase Vi riir to ihr address hrUm 

MvcftlllM Siandards Attfeefftyt 
DrparimrnL X Bmnk House HirrlrRton 
Place. London Wt] IE 7HN. 



lhl»Hpji r iH<Ji}(ij(f-ci mthf 
HK-rrmof al*a tHiitfartfn 

Ifl td*r rt |*ie m r n1 $ . 



a a 0 



WrmWry Computer Centre. S42 Hijli Road, Wrmblc v MJdd*. HAD 2AA 
SOFTWARE HOTLINE 081 £HXi 951 1 PAX HOTLINE Ofll flOO 0235 

These prUxn iirc mail ortforonty 
SPECIAL OFFtK OF THE MONTH OVER 50OO TITLES AVAILABLE 



IAHDWARE 



nmTEUDO t 

System * TMre 

Hugntty^ o^Z""""""™ 

Ilkiminsror 



Canyngl 
Airpilwr 



Bart*", P** 

Krteau 



S9.B* 

_ a.» 

aui; 

1U9 

.7j& 

...12» 

.24.» 

MLM 



hinl*reUjConlroldftC*.a™jTurttePBtfc .„ 

ZaapmGjr 

Me 



PYTHON mvsUck . _ _ 

SBhpi ioywck 

ATARI LTM 

Ccreda _ ' .... 

ConaotaPSU + iHd _ 

Art Oganaa Light Adaptor _ _ 

l>w Pflueh _ _ 

AC Adaptor _ _ _ „ 

Syi Yuof ' Sciwn Guanf 

M^Ptiwr _ _„„.„ 

tori K| Cw _ _ _ _ _ 

MW* LpANE cear 

Sepa GamaG**'* 3 lr*e EjamM ,. 

GarreGaar-, 1 rrmOWTM „ _ 

QlmGwr..- _ _ _ 



26 W 

1G 99 
...11 .99 

. 7«.9e 
9B.BS 
.. ( N 
... J.» 
...I1.W 
4» 



Waxrlde atack* «J poftwaje fat the HIM 
PC Amjj« Atari Commodore Spectrum 
Hint end* Lpu Game Gear Gamebt* y 
Etc. Pleue call hotline for details, 



GAMEBOY GAMES 



MWXaaatrltM 
Allays . 

Mmtrt 



Sana Maslaf &rat*m _ _ _ 

Sana Ma star Flui 

S*iia Meganr - *■!■ Cup 90Gama 

Ueo«*rrt + World Cup . Macowallwi ♦ video ... 

Cot ? 

□of awca * atari hardware 

■M PSl 2fi4 3D Mb _ _ 

Atrial bOC Scroon Gonu with I Mb hlmihT 

m^jMfl : 

Amtoa Claw d |h* Ma _ „ 

Arnigja 15QQ.. _ _ 

*irifla 2000 

AmiflaSMCi _ _ 

Alan ho STE Di«cr«*y Pai* _ 

Am, 10*Q ST Family CuirtaAmi ..- 

Alan Tyibs Part 



139 99 
120M 
»7M 



5fl 99 
?fl &9 



UB 99 
133 99 



H99 00 
3B.9O0 
.31900 

eec 00 

JS9 0O 
.■-=, : i ;:r 



Star LOO.. 

5iai LCXO Cotou 

5wrLC24£MCataur. 
S«rL«4aM 

Pt^HptSBM 

Gomtnooaneioe+SD. 



«».« 

- 235 no 

- -^JMjM 

— 

— J!HJ«) 



Advikilur* 

P**g 
ighlnrC 



lfl PSrtgun 
Sural Hghlor Oaujrfi 



BDMkl 

B«l»R*d 

Cynd 

Cuitovani* AiMntura 

Cwmata* 

ClUVt F Jhi*. 

□ngjont Lit 
Doubt* Onoon 
Of Mane 

Eiha &ai<j 

fa* DUO*,. 

*> «ac*jf 

O* 0* Tirtk 

GlDvlxumri 

i»fnfe The Way 01 3oo*4 
harmony 

Kal VVrBCHTB 

t» FkK l 



t-i.ri Iih 1 

HtitM 

K-tnfi. 

Kmg of th» Zoo 
Kj >j I 

NMHa 

l ido Drum 

fHa-p' Adcr - »TTia 1 

Pacdals Dpwt 

Pww Rflcv 

(kai „,„, 

R-Trp» 

nnvMbtlon 

RDbocqp 

Hm. h-ki- 1 1 aislr 
Sword or Hop* 
S|W#r Man 

5m^v Maw Land 



'SID 

. ZB..S9 
24 5» 

....32.99 
ill Sh 
.24.99 
2B M 
24 99 

..._24.«fl 
»« 
I *J 

24 oa 

21 99 
Z4 99 
2f« 
24.98 
24 V 1 

.24.99 
30 94 
... .24.99 
36 99 
29 00 

.22 99 
24 V9 

J* 99 

M M 

19 99 

19 M 

19 99 
J4» 
2ABS 
24 » 

24 99> 
...24.99 

...22.99 
...24.W 
.19.99 

25 «J 



Tu-lte* 

ToUrda. Tpymti 



S5» 

19 99 
»» 

20 49 
23.99 
'990 
24 M 
24 W 
.21 90 
2*99 




THE ULTWaTE FOR CONSOLE ENTERTAINMENtf 



35 Culr&iraaJs Road, Hyttoi Castie, Sunderiand, SRS 
Office Hours : f^lW (8 tj|j 7) aAd FrnSat (& til! 5) 



—f SEGA MEGADRIVE : SUPER FAMICOM : P. C ENGINE 
ensl GAMEBOY : GAME GEAR : RING FOR LATEST DEALS 



MEGADRIVE 



a Sonic 



Hartball 
Marvel Land 
AJien Storm 
Star Control 
0. J. Boy 
Ghostbusters 
Musha 
Twin Hawk 
Axis 
Eswat 
Dick Tracy 
Arcus Odyssey 
Galares 
Hard Drlvln 
Mickey Mouse 
Magical Hat 
Sword of Sedan 



£ 33.99 
£ 35.99 
£ MM 
£ 33,99 
£ 35,99 
£ 18.99 
£ 18.99 
£ 18.99 
£ 18.99 
£ 18.99 
1S.99 
27.99 
33.99 
27.99 
13.99 
22.99 
22.99 
18.99 



FAMICOM 
Act raiser 
F-Zera 
G radius I El 
Pilotwings 
Super Mario 
Hole in On© 



36,99 
37.99 
35.99 
37,99 
38,99 
37.99 



TeJ 091 549880? For Latest 
GAME GEAR 

Shinobi £ 23.99 

Micky Mouse £ 21.99 

Wondertxiy E 21.90 

Chase H.Q. £ 21,99 

G - Loc £ 21.99 

Monaco £ 21,99 

DevlPsh £21.99 

Pengo £ 21.99 

For II.S.A. add £ 2.00 



CO 



Tel D91 549S8Q7 For Lat»St Tel 091 5496807 For Late* 



CARTRIDGE EXCHANGE SERVICES^ 

We also stock a vast selection of used carts in our a '- 
swop shop priced from £12 and exchanges from £3.J , 



M EGfl WARE HIRE CLUB 

Wny buy when you can hire from our vast saJecdon of 
carts. We have over 130 MEGADRIVE titles, 150 on the 
P.C. ENGINE and all FAMICOM & GAME GEAR carte 
In multiples of six to ten so there is little or no wait for 
your selection and remember we were first on the scene 
and will remain the UXa No 1 PREMIER HIRE CLUB, 
LIFE MEMBERSHIP £5.00 and hires from £2.00 per weekJ 
V FOR MORE DETAILS SEND LARGE S. A. E. J 
ATTENTION RUN JAP CARTS ON YOUR BRITISH 
MEGAMIW - CONVEHTOR NOW ONLY £ 9M 



cr 



COMPUCADE 

96 St Mary Street, 

Southampton. 

S01 1PB 

(0703) 330257 
OPEN 10am - 10pm 

NEW & AS NEW AMIGA & ST 
GAMES & UTILITIES 
HUNDREDS AT HALF LIST PRICE !!!!! 

A FEW EXAMPLES OF OUR PRICES 

Battle Command 13.00 

Betrayal ,14.50 

Corporation 12.00 

Days of Thunder ........12,00 

F16 Combat Pilot 13.00 

Gods 13-00 

Golden Axe..... 13.00 



All prices include VAT & delivery 

Please phone for our full list 
Limited quantities so order quickly 



Chf<j«*» Hnd Fnul oidcn jMrablr to Waxrlrfe Ltd, Pi.h( and packLng. il r«r a«inr* iy± Hardware £5 
Mnchtaei Ovet*<-*% £.%!W per Hem. Uitdrr £10 plfne add ill nurwa £1 .50 per Iten, ,., , ,-. 
knelud* VAT. ti«Hla taaaMM in daj of order. THI.PPHOKE HOTLINE OS I -BOS-95 1 1 
CAUL US NOW H)R MORE Til I .. I - INKOHMATIO^' 



GAME BOY 



+ • 



ebel lorces are attacking the 
Death Star, Jawas are steading 
yrjgr landspeeder and 
Oiewfcatca needs a shave. What am I 
talking about? Star Wars oi course! And 
soon, CiamebDy owners will be able to 
ptn the fun thanks tD Lucasfilm Games 
and Ubisoft. This sneaky French firm has 
managed to snap up the rights to devel- 
op and market a game based around my 
•ill-: ■■ e # avounte swashbuckling sci-fi 
moiiie. 

"Star Wars is the perfect theme for 
Gameboy," indicates Ubisoft's Christine 
Quemard, "The movie is just like one big 
video game. Star Wars will be one of the 
most exciting games available tor 
Gameboy." 

Gameplay will be similar in style to the 
NES adaption from Luc a shim Games and 
JVC Musical Industries. Both titles follow 
the plot of the him, recreating the space 
combat and other great action 
sequences, culminating in the attack 
against Da*th Vader's Death Star in a 
rebel X-Wing starfighter. 

Trouble is, we're going to have to sit 
tight for at least seven months before 
wel get a chance to use the force and 
kick some baddie butt. Don't know about 
you, but I cant wait to give it a go. 

Everybody is kung fu fighting in 
Double Dragon ti from American gaming 
powerhouse Acclaim Entertainment, Inc. 

As beatem-ro^edth-em-ups go, this 
martial arts series should go into the 
Bruce Lee record books of fun fisticuff 
(roles and power punching performance. 
Take atrip to your local arcade to sam- 
ple its aggressive addiction factor for 
yourself, I promise you won't regret the 
effort. 

Like the previous Double Dragon, Billy 
and Jkmmy Lee battle street thugs with a 
wmbinafon ol fancy moves and more 
conventional tactics like head butts and 
shin kicks, Don't get mad r get bad. 

Cowabunga dudes! Another hip hap- 
cening sequel is making its way to the 
Gameboy. Konami's Teenage Mutant 
Nrija Turtles n features all those sewer 
and sidestreet locatwns kids have come 
to love. Question is, can the teenage tur- 
tles still cut it against tough competition 
from the Simpsons. Terminator 2 and 
HC Hammer? 

Based around the origins* coin-op 



arcade video game, the turtles try to 
save April O'Neil from the slippery 
scoundrels Shredder and Krang. Players 
set the difficulty as they make turtle 
tracks through six challenging levels and 
bonus pizza-collecting stages. When tur- 
tles break the law they're 3rrested, but 
players can rescue them once certain 
points have been reached m the game. 

Konamt is e*pecbng more great sales 
with this neat release by targeting the 7- 
1 1 year-old gamer. After all, nearly a mil- 
lion copies of the first turtles titfe have 
been sold so fair. Need I continue? 

After the lomt-promotions with savoury 
snackers Walkers and Smiths, it seems 
Nintendo has got a taste for fast food 
and so the company is preparing a media 
blitz with burger ma&ters McDonald's. 

Although none ol the details have so 
far emerged, I think ifs a fair bet that 
such a deal would include some sort of 
Super Mano Bros lunchbox and cheap 
toy figures from popular Nintendo 
games. Thankfully. I doubt whether we'll 
see a 'Mano Burger' or 'Zelda Shake' just 
yet. 

The high-speed full-contact play in 
Blades ol Steel puts Paul Newman's 
Slapshot torn firmly in the shade. 

One of the first hockey tides lor the 
Gameboy, you can choose from eight dif- 
ferent teams for practice, exhibition or 
tournament play. There's no time for rest 
as you pass, check, fight, shoot and, 
yeah, slapshot your way to the final 
match and overall victory. 

Konami's Blades of Steel offers one or 
two player options and will be available 
from next month. 
TAME THE GAME 

Wipe those PIPEDREAM problems away 

with these perky passwords: 

LEVEL 5: HAHA 

LEVEL 9: GRIM 

LEVEL 13: REAP 

LEVEL 17: SEED 

LEVEL 21: GROW 

LEVEL 25: TALL 

LEVEL 29: YALI 

In case you also own another video game 
system, these codes work on all versions 
of the game! 

.'.* ' I the BATMAN title screen is dis- 
played, push [Upper Right! and JStarfJ for 
a sound test. 

Conquer GARGOYLES QUEST with these 
passcodes: 

2GBZ-ABYP=four levels 
EAGG-TN99=eight lives 
K8EE-5WBD=ten lives 
HSD6-JHQQ puts you on the third level 

Extend your time as a NINJA BOY by 
simultaneously holding down IStart], |A| 
and [6] when you d»e. 



i MhhM Kawakita 




Sega Megadrrve 114.60 

Saga Megadrtve + Game .„, . . . . 1 2g .99 

MegadrEva Games 

Allen Storm,,, , , 30.99 

Bare Kruck e (soon) 30.99 

Bonanza Brothers ,30.99 

Fantasia (soon) , , , 3a 00 

Fllcky 22.99 

Hardball ..„ 35,99 

John Maddens 34.99 

Magical Hal 20 99 

Marvel Land 30.99 

PGA Tour Goll ., 34.99 

Raider) Trad , 37,98 

Saint Sword 30. BS 

Sonic The Hedge hog 34.99 

Star Control 35.90 

™ 27 99 

30 99 

30 99 



Stricter 

Street Smart (toon) 
Wtestte War , 



Acceturln 

Magadrlve Joypad 

Mfcgadriva Japanese Convener ..9,99 
Mecadrtvs Arcade Pawerstic* ,,, 29,99 



Nintendo Super Famlcom , 229.99 

+ Ganw ,249.99 

S uper F* mlcom Gamea 

Actralzera _ 37.49 

Area &B (soon) ,43,99 

Dimension A (soon) ,..,„., 43.99 

Dodgeball (soon) 43.99 

Final Fiflht 3949 

F -ZffU „ 37.49 

Ganba League Baseball (aoemf 43,99 
Super Ghouls K Ghosts (soon] 44,99 

Super Maricworld .,..,,...39.49 

Super R-Type ..,,,...„, „ ,,. 43.99 

Ultra man ,40.99 

PC Engine 144.99 

PC Engine GT Handheld 234.99 

PC Engine Games (Latest) .30.99 

Gameboy Delude 64.99 

Gameboy Games, (latest) ,., rr 23,49 



12.99 



Sega Gam eg ear 99.99 

Sega Gamegear * Game 122,49 

Gamegear G ames , ... 2349 

* PHONE FOR THE LATEST RELEASES AND ALL OTHER TITLES * 

PLEASE ADD $1 QQp*pTo GAMES AMD £!<K) TO CONSOLES FOR 1 m CLASS RECORDED DELIVERY 

ALL CONSOLES CARRY A 12 MONTH GUARANTEE 



UkwM : fin Moppln St Shafflald SI 4DT {0?4£) 795799[ ffi^t 




RkjS^ and a CD 

Smsiaughty 

W TRIVIA QUIZ 
0839 01 03 28 



ROCK 
TRIVIA QUIZ 
0839 Of 03 26 



FOOTBALLTn I VI A QUIZ 
0839 03 03 27 



5p per 9 xci chwq r me 7 ten arv vm 
Ouewel PO Bob 3000 LorxJon N2Q NKfi 
ftem* nk perrnnson befcrr you call 
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SUPER FAMICOM 



i r 



The race to get software 
ready for the US release of 
the Super Farnicom (Super 
NES, as it'll be called) is continuing 
apace, and things are beginning to 
look very interesting. 

The recent Chicago CES Show 
gave a good indication of what was 
corning out, but since much of the 
product was at a very early stage - 
many games had been in develop- 
ment for literally a few weeks (caus- 
ing some dozy berks to think that 
they were all crap) - It generally 
locked poor when compared to the 
rows ol spanking new, virtually fin- 
ished games that were on display at 
the Sega stand. 

Still, there were some golden gems 
around, the most impressive of 



which is Super Ghouls VT Ghosts. I 
don't know what planet last month's 
writer of this column was from, but 
the game isn't anything like the 
arcade original it's merely based 
on it. The first level features great 
mounds of earth which burst 
upwards as you walk across the 
ground, cages filled with goodies, 
and newer, tougher baddies. 
There's also a range of new 
weapons with which you can 
unleash major death and destruc- 
tion. It's definitely the best Super 
Famicom game yet seen, with 
graphics and sound that'll blow you 
away. Keep a watch out for it. 
Another joystick-throbbingly good 
trtle is Super R-Type. Again, if s not 
a straight arcade conversion, but is 
based on the machine. The first 
level is all-new, and features a back- 
drop of beautiful planets and stars. 
There is, of course, plenty of alien 
scum to blow into the middle of 
next week, and there's a variety of 
new and familiar weapons with 
which to do so. It looks a cracking 
game, and is one that shoot 'em up 
fans should get hold of when it's 
released later on this month. 

Caveman Ninja is a very new 
Data East coin-op f and I was pretty 
surprised to see what seemed like a 



flawless copy on display at Data 
East's stand. I looked underneath 
the display, just in case they were 
pulling a fast one and had a coin-op 
PCB lurking underneath, but lo and 
behold there was a Super Famicom 
with a Caveman Ninja cartridge! Ifs 
a really neat beat 'em up in which 
you guide a wacky cartoon-style 
caveman across a zany cartoon- 
style backdrop, kicking the seven 
shades of shinola out of ker-a-zee 
cartoon-style baddies. In fact, the 
only annoying thing about the game 
is that it won't be available until 
earry next year. Ah well. 

Tradewest enter the Super 
Famicom market with Jvan 
"konman" Stewart's Super Off-Road 
Challenge, a faultless copy of the 
Super Sprint-inspired coin-op. The 
game looks, sounds and plays per- 
fectly, and apparently uses the 
same code and the same player 
systems as the original arcade 
machine. Hot potato] 
1 also like the look of Wrestfemanja 
Challenge. Starring the most 
famous of those beefeckip ham 
actors that play out utterly hilarious 
WWF wrestling sketches on satellite 
telly, this is could be the best 
wrestling game yet. The early demo 
I've seen sports some excellent 



graphics - the on-screen wrestlers 
really do look like the "real life" char- 
acters - 1 saw Hulk Hogan and the 
Ultimate Warrior - and the animation 
and sampled sound effects are both 
superb. Judging by the immense 
popularity of the sport, I think this 
could be a massive seller! 

But what I'm looking forward to 
most of aH are Electronic Arts trio 
of sports games: John Madden's 
Football, laker's Vs Celtics and PGA 
Tour Golf. I saw very, very early 
demos (the John Madden's one was 
about a week old and was finished 
two hours before the show!) and 
having spoken to the programmers, 
I think all three could be amazing. 

They'll basically be the same as 
the Megadrive versions, but with 
enhancements wherever the hard- 
ware allows it. So expect zooming 
following-the-balf 3D effects in PGA 
Tour Golf, and even more detailed 
graphics in John Madden's Football! 
Yowzerll 

Finally, if you're thinking of buying 
a PAL Super Famicom, thoroughly 
check it out and make sure you've 
got a guarantee from the retailer 
Many PAL machines are unreliable, 
and often overheat. If possible, buy 
a SCART model. 

MIAN RIGNALL 



TJ%e BEST Choice For All Your Computer Meeds 
20 Oldfieltl Circus, Off Whitton Avenue West, No rt holt , Middlesex. 

Telephone : OS 1 -575- 1171 
Opening times Mon-Sat 9.15 am - S.OO pm (ORDERS &l ENQUIRES) 

T.OO pm - 8.3Q pm (ORDERS ONLY) 



"This is just a small volume of the many thousands of games 
that we have on offer for all the consoles available' 



SUMMER SIZZLERS AUGUST / SEPTEMBER 1991 



SEGA MEGADRIVE {Pal) £1 sq.oq 

(Scan) £1 30,00 

JAPANESE ADAPTOR (Allows Jap games onto UK machine) £10-00 



SEGA ARCADE STICK 
SEGA JOVPAD 

TOP 1 1 GAMES FOR MEGADRTVE 

Midiey Mouse „.,,,,,„ 

Mrinight Resistance 

Bonanzo Bros ,. , 

Strider 

Supsr Airwotf , WiM 

Gynoug tmJMm 

Eswat , 

Super Monaco GP , , 

John Madders American Football . 

PGA Golf 

Sonic the Hedghog 



tin on 
.£14 00 



. £20.00 

£36,00 

£34.00 

£20-00 

£34.00 

£33-00 

£25,00 

£3400 

E36 00 

£37.00 

£35.00 



SEGA GAME GEAR (Comes with Iwo free games) 

ALL SEGA GAME GEAR GAMES 

NnfTENDG 

NINTENDO GAMEBOY 

LIGHTBOY {CMp on Light) Z"".'.'"ZZ1 

HARD CARRYING CASE (Carries Gameboy & 4 game carte) 

TOP GAMEBOY GAMES 
WWF Wrestling Mickey mouse 2 

Gremlins 2 Hunt for Red October 

Super Mario Chase HQ 

(ALL AMERICAN GAMEBOY CARTS 

(ALL JAPANESE GAMEBOY CARTS 



-£140-00 
£25 00 



..-£65.50 
...ET9.00 
...£14.00 



.£24.00 
.£22.00 



EXCLUSIVE!! 



We are now taking orders for the SEGA CD-ROM machine at a cool prfee 
or £300 (Please note thai ordering will take up to 3 weeks} 
SEND NO MONEY NOW - CAUL FOR DETAILS 
ALSO 

Buy cither m Megadrlve or Famicom and you will be entered Into out 
mad price give -a- way, Prizemoney £500 amafcer* given away each 

month 

JlIOOO every sir month* (combination of the past 6 months) 

AND FINALLY FOR A CHRISTMAS CRACKER PAYOUT £50OO 

If you like being give n money then buy one of theae MEAN MACHINES. 

STOP PRESS, -.STOP PRESS. .STOP PRESS ... .STOP PRESS 
Any consoles bought between now and September will be sold at half of 

the original price. 



HOW TO ENTER COMPETITION 

All you have to do is buy your machine from Studio 
Software, your details will be entered automatically 
All winners will I be notified after the competition and 
winners will be listed in our ad in next months Mean 

Machines. 
Remember if you're not in you ran t win 



ACCESS AND VISA WELCOME 
All cheques made payable to : 
STUDIO SOFTWARE COMPUTING 
ALL GOODS DESPATCHED WITHIN 3 WORKING DAYS 
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FLAMES OF FREEDOM: 
MIDWINTER 2 

Microprose • Atari ST £ 2 4.99 • 
Amiga £24.99 • IBM PC fTBA 
Now this is a challenge; how do 
you sum up a huge game like 
For? The big thaw has set in, 
and Midwinter is now Agora, 
the island HQ of the Atlantic 
Federation. Yq u play one of 
their crack agents with the task 
of scuppering an impending 
attack by the evil Saharan 
Empire. The majority of the 
game takes place in a massive 
solid-3D world, with your spy 
able to use any mode of trans- 
port he/she may come across, 
everything from pn^foot to heli- 
copter. But this is no shoot-'em- 
up. There's more than enough 
strategy and subterfuge to keep 
any non-arcade fan happy. A 
major contender for game of 
the year - already! 

* ACE HATING 950 ON ATARI ST 



Do you know, I 
hate writing the 
intro to Hot Off 
The Shelf. I mean 
take this month, 
for example. What 
on Earth is there 
to say about the 
Merry Month of... 
er... September? 
Nothing, that's 
what! 

Surely you 
know the score by 
now: the top 
games from the 
last three months 
sliced 'n' diced for 
your delectation. 
Oh, and there's a 
smattering of clas- 
sics too. Read on... 

BATTLE CHESS 2 

Electronic Arts • Amiga £24.99 • 
Atari ST £24.99 • PC £29.99 
Sequel-rtis spreads from 
Hollywood to the computer 
industry! This time round the 
rules are based on the Chinese 
variant of Chess, which intro- 
duces some new moves, has a 
river bisecting the board (which 
some pieces can't cross) and limits 
the King's movement to an 



'Imperial Palace". As before the 
board is viewed in 3D, with all 
the pieces 'taking' each other In a 
variety of amusing and well-ani- 
mated ways. While a bit slow and 
irritating running from floppies 
due to all the disc swapping , a 
hard disc shows the game to be 
far faster and more lethal than 
normal Chess. A game that 
should keep even the most jaded 
Chess fan happy. 

* ACE RATING 895 ON ISM PC 



BOULDEROASH 

Victor Musical Industries • 
Gameboy ¥3400 (Import) 
Yet another steal from the 
aging C64's catalogue of great 
games. Hey kids, remember 
this? Guide cute and cuddly 
Rockford around umpteen 
(that's journo-speak for more 
than can be counted on one 
hand) mazes of boulders and 
meanies in pursuit of diamonds. 
But bear in mind that digging 
around boulders can make 
them tumble down on your 
head! An arcade puzzle game 
of the most addictive kind and 
yet another game ideally suited 
to Nintendo's B&W handheld 
wonder. 

* ACE RATING 900 ON GAMEBOY 



CHUCK YE ACER'S AIR 
COMBAT 

Electronic Arts • Amiga fTBA • 
Atari ST fTBA • PC £29.99 
The two previous Chuck Yeager 
games were exemplary in every 



respect save one: ther e were no 
guns! Fine for the Ban-The- 
Bo m b/We a r-H o wers- 1 n- You r- 
Hair brigade, but more than a 
little disappointing for the rest 
of us. This latest outing with the 
grizzled old vet rectifies that 
complaint.., and much more 
besides. PHotscan fly "planes 
from either VWV2, Korea or 
Vietnam in a number of mis- 
sions. Even more fun is the abili- 
ty to pit, say, a Mustang from 
VVW2 against a Phantom from 
Korea. High realism means this 
isn't one for the pick up n' play 
brigade, but it's a fine purchase 
for the sim fan looking for a 
challenging and long-lasting 
experience. 

» ACE RATING 900 ON IBM PC 



F-1 4 TOMCAT 

Activision • Amiga £TBA • 
Atari ST £TBA#PC fTBA 
One can't help feeling that 
Tomcat is going to have some- 
thing of an uphill struggle to be 
noticed, what with the recent 
release of a whole slew of top- 
notch flight sims, such as US 
Gold's Jetfightsrtl and Chuck 
Veager's Air Combat To be per- 
fectly honest F-14 is inferior to 
both these competing titles, but 
it's still a high-quality product. 
The biggest criticism is that it's 
very hard to lose, Eject and let 
the jet crash into the desert and 
nine times out of ten Command 
will return you to active duty 
without even a ticking off, 

* ACE RATING B54 ON IBM PC 



4D SPORTS BOXING 

Mindscape • Amiga £24.99 • 
Atari ST £24,99 • PC £24,99 
This violent clash between two 
solid-polygon generated 
pugilists is the best rendition of 
the 'noble art' yet seen on a 
home computer. The use of 
polygons allows the action to 
be viewed from absolutely any 
angle, and a video playback 
option allows you to watch that 
decisive upper<ut again and 
again. Highly realistic, some 
great polygonated expressions 
of anguish on the fighter's 
faces, a huge range of moves 
and a lot of work to be put in if 
you're to become World 
Champl 

* ACE RATING 900 ON IBM PC 



gods 

Renegade • Amiga £25,53 • 
Atari ST £25.53 • PC £TBA 
Renegade crash onto the 
game s scene with this, their 
first release - and what a corker 
it is too! Set in Ancient Greece, 
the player controls a hunky war- 
rior who must be guided 
through four levels of plat- 
forms, monsters and puzzles to 
a face-off with Something Very 
Nasty in the Underworld- Okay, 
so Renegade win no prizes for 
the written -by-computer plot 
but the implementation is 
something else - superb graph- 
ics, intelligent aliens (and they 
are smart, too!) and bags of 
clever surprises and secret 
bonuses to discover It seems 
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MAIL ORDER SOFTWARE 

Tel : 0767 600984 



50 Holme Court Ave 
Biggleswade 
Beds. 
SGI 8 8PE 

Opening hours 
Mon - Sat 9am - 6pm 



I F«J up ulkint to am-**rphonai T 
Z Waring Jjrfli tor hAihh? 
3 Art ymi IvoKinK tor fast/friendly cudlonw 
Mtrrtc»? 

LOOK NO RJKTHEJft! 
Hin ( : OT67 $009(4 
f*T BR y«ir toftnara nafrdi 
You'll b* (!*fj yM <»<]!! 





SEGA MEG AD RIVE (UK | P 


RICES 


filer. Kind Enc C^Etl* 




.23 99 


Arnold Palr«« Gotf . 










32.99 


Cyfrfboll 




ZB 99 


Fo"joB*n Wand* . 




2*99 


Ghastt>jsh^5 




-...2*99 


Qo**n As* 




28 99 


IsrwJa 




21.99 


James "orn) 




Saw 


JotW Maddens E cattail . 




32 99 


kAcfcal MtoUM „„ 




32.9* 


MtMnvrthar • vidkw. 




32.99 


PGA 1 hi..- •:>-!»' 




32.99 


Pfantaif Star 2 




■1899 


Populous 




.. £99 


Rambo 3 -,,„..„-„». 




.23.99 


HevenQfl ol SHMH 




26 99 


Space Hnrr fl r 




28.99 


Son* rtedpohog 




. ... 2B 99 


lilnr Cnnlrql 




36 99 


Super Basatxrl 




.28.99 


Supar Grand Pru 




29 M 


Super Hang On. 










2fl9i> 


Swond Of Sudan 




32 99 


Thultdvriiifca- 2 -,„,,,„ 




. ...2-1.99 


Wortd Cup ItaJlB 90 .. 




S3 35J 


Zany Qoir. ... 




32 99 


Zurr> Wing 


... Tel ttn At 


•wppcai 


In j 






— — 




BUSINESS. EDUCATION AND 


UTILITY SOFTWARE A VAIL A B L E 



|3DCoiK* 33 99 3399 3399 

Ittfioufij 19 9920 99 19.99 

Air}TmlKa*2a99....- 28.99 

|*nnfl g rG«k)«iL6.49...- 1£.*9 

rVmaVte Td fori rm pre* 

Artspj U«Li9*]4« 

Aaaaan -14.49,.,,- 1649 

Barttbc-FuO 16 49 16 99 16 49 

Btt .2Q.992t.49...' 

BatftUnttr Tc mv pncE 
i BMi Con . L6.492L.49 16.49 
Ltefelftnta^ L6.99.... L6.99 

Brtff/jL..— 20.99.... ....3D.M 

B«VlhtHjS .16.4921.49 lfi.49 
BkrtMjr J999J3,9S19« 

Bra Lfi.49 .. 16.49 

Cfcfcwr Pay Off ..Id new prrt 

C#tKlCom 7 .99.-7.99 ..7.99 

Ctockftick— lfi.49-.- lfi.49 

CriWwM. lfi.4921 .49 lfi.4.9 

Corneal 3 16.99— f 

Jnri'u: "«l mr ntm ?t<* 

tlectTDcnc. r*Htxnt«en« 

Epthmc 14 49....- 1*4.9 

6«SL« l6.49....-_ ■ 

E* ffefcta* L6 49 21.4*3649 
F] 5 2 So* 2 2J.99 25.99..... 

Fit Fatal 3 - 24. »....- 

FlfiCftnP 1649 L ? 49 L&.49 
Farias, Wrjrt} l4»....-_5.49 

Fufcn I**afTrt..5.99 v ....- i39 

CO* .16.49....- .- 

bMtnAw Lfi.49 L6.49 

forth* 2Q0O...- 29.99.... 

HwQutil lfi.49.1 7.49 Lfi.49 



KitfT[CtMd....L6.49.2L.49 L6.49- 

bammfp LS.99.25.M L6.99 

Lite aid Oaf. 16. 99 I few 
kurhai bums ... ...24.94,,, 

Mt«a(rM<aKr 2rj.99.2C.9920.99 

t*«* hvtn w lor new nrc t 

t*dwrur 2 24.99.29.99 24.99 

Mudi lfi.49.1 7.49 lfi.49 

flaw Ifi49 1 $.49 

Paraamck9oaL6 49 ■„,^- 
PP Hanrmr W»N r*l rrv r*- 0n:< 
Pmwrmsmtr HJ99 Zl 4920.99 
Pr«Ulw 2 l«49]7 491fii9 
Fwntstorit 1649.17 491649 

H*ro« Tvr <i>if3 99« 99 23 99 
SaarckKof K«j»992L 49... 
Sacral Up** L6 99 21 49L699 
StiMin- ."I*.*.- 16 W L695 
sua A L6.49 21.49 L6.49 
SpKdbllZ .L6.4S..... . 16.49 

Sprtld Fj£*i.20.S9.25.99.... 

Stall 7 16.49. L7.49.... 

Slcrmbal 16.99..... 

SmerCn 2. .lfi.49 • MM 
i*-smiCF 20 99 25.9920.99 
Trn*r hnttt WK..1rl new fH:*a 
TlUVter^wS ...lfi.49.21 .49 I fi.49 

Wi lfi.*9_.. lfi.49 

Tmrrmem G. lfi.49. J 7.49 Id rl 

lunun t lfi.49..„. H ,49 

Vkfigtn*: 1^4917 4916 49 

Wamam , 14 49...- 14.49 

Wirtorti. 3649M991649 
VftrttM. 99 ...... 2099 



H*5tf*«B.... lfi.49.1 7.*9 16.49 

PI. I S.. THESE AND MORE, MOR£,MOUH 
P-l E ^M flll^E HIH IKKE 1 I SI Oh Ml i i I III 

i-.wn* win \w> 



AMK1A «0O ONI Y 

AMIGA ABOD (it W 

AMKiA A500 GFU ■ i MEG 
St jA MbCiMJRIVf « GAMF 
LYNX C4MWSOLE - fOWfc.H 



f3cVS99 



E13B5S 



Ptense mak« cheques / PO payable to Voyagor Software. All pricei inc VAT UK add £1 for 
PftP per software Kern EC add £2 Hon EC add 15 Hardware add £5 




51 



TT 



SATURN ^ 
SOFTWARE 

Large selection of games 
available for the Atari 
ST and Amiga. 

For details write to : 

Saturn Software 
3 Woodland House 

Woodland Rd 
London Nil 1PIM 



or phone 081-368-2701 
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that the Bitmaps can do no 
wrong. Roll on Magic Pockets. 

• ACE RATING 90S ON AMIGA 



HEART OF CHINA 

Dynamix/Sierrn • Amiga £TBA 

• IBM PC £40 85 

Set in the 1920s Asia, you play 
'Lucky' Jake Masters, a down^ 
on-his-luck pilot who's started 
turning to the bottle for solace. 
Desperate for money you accept 
the job of finding the kid- 
napped daughter of a wealthy 
businessman, a task that takes 
you deep into the heart of revo- 
futionary China... It all adds up 
to a rip-roaring adventure 
through the East, featuring an 
exciting plot, the ability to 
switch between characters, apt 
arcade sequences, some gor- 
geous VGA graphics and highly 
atmospheric soundtracks. Every 
Dynamix release improves on 
the last, and Heart of China is 
no exception. An essential pur- 
chase for your PC. 

* ACE RATING 910 ON IBM PC 



JETFIGHTER II 

Velodty/U5 Gold • Amiga £TBA 

• IBM PC £39.99 

Designed by Bob Dinnerman (of 
F/A-18 Interceptor fame), this is 
arguably the best flight sim on 
PC. Boasting a huge 125 mis- 
sions and some state-of-the-art 
3D. the accent is firmly an 
pi ay ability rather than rigorous 
technical accuracy. One of the 
cleverest features is the 
Adventure, in which you play a 
deadly game of tactical Chess 
with an enemy invasion force, 
first flying an attack mission 
then defending against the ene- 
my's counter-attack, with the 
aim of driving the enemy forces 
back and eventually out of 
America. 

* ACE RATING 935 ON IBM PC 



LEMMINGS 

Psygnosis •Atari ST £24,99 • 
Amiga £24 99 • PC £24,99 
In an age of ever-faster vector 
graphics and smoother parallax 
strolte, Psygnosrs was the last 
company expected to release a 
simple-looking game based on 
the suicidal tendencies of some 
cutesy little rodents. The object 
of the game is beautifully 
straightforward - you must 
guide a certain number of ran- 
domly-meandering lemmings to 
safety from one end of a peril- 
strewn level to the other.. You 
can endow cho&en lemmings 



with a range of special abilities, 
such as climb or dig, with which 
you can get them past traps and 
obstacles. Incredibly playable 
and addictive, it's a game that 
will hopefully encourage pro- 
grammers to spend more time 
on a game's gameplay 

* ACE RATING 910 ON AMIGA 



LOGICAL 

Rainbow Arts • Amiga £24.99 • 
Atari ST £24,99 • IBM PC £24.99 
Will this game make you lose 
your marbles? This latest addi- 
tion to the ranks of arcade puz- 
zlers presents the player with a 
'board' made up of gul leys and 
rota table dials. Marbles roll 
down the gulleys and can be 
slotted into one of four slots in 
each dial. The aim is to explode 
all the dials on the board by fill- 
ing all four dial slots with mar- 
bles of the same colour. It all 
starts of easily enough, but later 
levels feature complications and 
restrictions far tOO bizarre to go 
into in the small space available 
here. Infuriating ly addictive, 

* ACE RATING 895 ON ATARI ST 



MANCHESTER UNITED 
EUROPE 

Krisalis • Amiga £25.99 • Atari 
5T £25.99 • PC £29.99 
With the original Manchester 
United selling over 100,000 
copies, I suppose a sequel was 
inevitable. This time around you 
can try and take the Boys' to 
victory in the UEFA, European 
and Cup Winner's Cups. The 
game is viewed in side-on pseu- 
do-3D, and while it's not the 
fastest footy game around (the 
classic Kick Off still holds that 
title) it's without doubt the 
prettiest, with a wide range of 
animations for nearly all the 
footy moves, Add the polished- 
till-it-gleams front end and 
some nice player manager ele- 
ments, and you have a great all- 
rounder for any fan of the 
National Sport 

* ACE RATING 655 ON AMIGA 



MARTIAN DREAMS 

OrigirVMindscape • Amiga 
£TBA • PC £36 99 
Game scenarios don't come 
much weirder than this. By 
means far too contorted to go 
into here, the player is acciden- 
tally shot through Space to 
Mars inside a Jules Verne- 
inspired Space Bullet. If this 
wasn't strange enough, also 
along for the ride are such con- 



pink pages 



temporary luminaries as 
Sigmund Freud and Nikola 
Tesla! Once crash-landed on the 
Red Planet, the adventure really 
begins, with vicfous vegetables 
on the prowl, the survivors of a 
previous Bullet expedition to 
find and the ruins of a dead 
civilisation to explore. Origin 
fans won't be disappointed and 
neither wMI anybody else. 
* AGE RATING 920 ON IBM PC 



PIPE DREAM 

El/Lucasfilm • Gameboy £25 
(Import) 

Most readers will probably be 
more fa mil Ear with this game 
under its original title of 
Pipemania All the action takes 
place on a 10 x 7 grid. Using a 
cursor you have to drop varying 
sections of piping onto the grid, 
with the aim of making a 
pipeline for "flooz" to flow 
down. Should the flooz leak 
before it has passed through a 
set number of pipe sections 
then it's game over. Later levels 
introduce directional pipes (the 
flooz MUST flow a certain way) 
and obstacles. Infuriatingfy 
addicitive - it's the sort of game 
the Gameboy was designed for 

* ACE RATING 910 ON GAMEBOY 



POWERMONGER 

Electronic Arts •Amiga £29.99 

• Atari ST £29.99 

A new computer classic, with 
the highest ACE rating ever. You 
play a warlord, exiled from your 
homeland along with twenty 
followers, who has just landed 
on the shores of 200 islands, 
ripe for conquering. 
Unfortunately the current resi- 
dents are not quite so keen on 
your enforced leadership, and 
will do all they can to resist you. 
Using a similar viewpoint to 
Popu/ous, the landscape is here 
polygon-based and thus can be 
manipulated in just about any 
way you require. The excellent 
visuals are supported by highly 
atmospheric sound. All control 
is by mouse, and couldn't be 
easier. To play it is to worship it. 
An absolutely essential buy. 

* ACE RATING 973 ON AMIGA 



PRINCE OF PERSIA 

Broderbund/Domark • Amiga 

£24.99 • Atari ST £24.99 • IBM 
PC £24.99 

A game that could so easily go 
unnoticed and unloved by the 
shelf -scouring hordes looking 
for the latest licence. The 
graphics, when static, are fairly 



unimpressive {although they do 
get better on the later levels), 
but when they move.,. The ani- 
mation as you guide a young 
Prince through umpteen levels 
of platforms, pits, spikes and 
swordsmen rs quite excellent 
and life-like. And the gameplay, 
although it may sound unin- 
spired, is as good as the graph- 
ics. Some of the action has a 
real /ntfy-style cliff-hanger 
aspect to it. Miss this and you'll 
be crying for weeks! 

* ACE RATING 915 ON AMIGA 



R-TYPE 

IREM •Gameboy £24 99 
{Import) 

In one fell swoop, this conver- 
sion of the classic coin-op 
snatches the crown of Top 
Gameboy Shoot- Em-Up from 
Nemesis. All your old favourites 
are here: The Force; beam 
weapon power-up; Giger-esque 
end-of-level aliens; frantic 
actions; sweaty palm excite- 
ment. How do the programmers 
manage to pack so much into 
such a small package? Only 
IREM have the answer! If 
there's one niggling fault it's 
the warbling soundtrack, which 
cuts out annoyingly everytime a 



sound effect is played. 

* ACE RATING 82D ON GAMEBOY 



SAVAGE EMPIRE 

Origin/Mindscape • PC £34.99 

• Amiga £TBA 

Using the Ultima Vi interface, 
Origin have taken a side-step 
from the medieval world of 
their previous games, and now 
plunge you into a nightmare 
scenario where you control a 
party of characters mysteriously 
transported to a dinosaur- 
infested Lost World. A good 
yarn weM told and - hard to 
beFieve I know - actually better 
than Ultima VI. 

* ACE RATING 955 ON IBM PC 



THE SECRET Or MONKEY 
ISLAND 

Lucasfilm/US Gold • Amiga 
£25.99 • Atari ST £25.99 • IBM 
PC £25 99 

Monkey island is the latest in 
the series of animated graphic 
adventures pFoneered by Sierra 
but now proving a nice little 
earner for Lucasfilm. You play 
Guybrush Threepwood whose 
ambition is to become a fully- 
fledged pirate, This entails a 
lengthy (30 hours is Lucasfilm's 
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estimate) quest through a world 
populated by scurvy knaves and 
assorted cut-throats. Game 
interaction is made easy-as-pie 
by the simple point- 'n'diek con- 
trol r By turn* both tense and 
funny, the absorbing atmo- 
sphere is only slightly marred by 
the overuse of the '™' symbol 

* ACE RATING 922 ON AMIGA 



SONIC THE HEDGEHOG 

SegaA/irgin • Megadriwe £34.99 
Aaaah, Sonic the Hedgehog. At 
last a quality title for Sega's lit- 
tle black beauty that really 
shows what the machine can do 
in the hands of the inspired. It 
certainly makes up for the likes 
of Ka*Ge*Ki and Midnight 
Resistance. Believe me, you've 
never seen a platform game 
move this fast. And thankfully, 
clever game design has ensured 
that high speed doesn't mean 
high unplay ability. But better 
than Mario? Well, perhaps not. 
It lacks the Nintendo giants 
depth and long-lasting chal- 
lenge, But it's a cracking game, 
none-the-less r and you'd be a 
right fool to miss it. Can't wait 
for Sonic 2\ 

* ACE RATING 325 ON SEGA MO 



STRIPER 

Sega/Virgjn • Meg a drive £39,95 
This co in -op conversion was 
reviewed some time ago on 
home computer. Thankfully, the 
Megadrive incarnation is 
supremely superior - if you did- 
n't know better you'd swear 
you were playing the arcade 
machine. Strider Hiryu has to 
jump and tumble through levels 
of arcade-perfect action 
Stunning for its graphics, sound 
and gameplay, Strider is a must- 
buy for any Megadrive owner. 

* ACE RATING 919 ON SEGA MD 

SUPER MARIOLAND 

Nintendo • Super Famkom (inc. 
with grey-import console) 
Could this be the best platform 
game available? The game fol- 
lows the seemingly never-end- 
ing adventures of Mario r as he 
jumps and joy-rides his way 
through 99 sub-levels of plat- 
form action. What makes the 
game so special - apart from its 
superlative graphics, stunning 
sound FX and super-satisfying 
control - is the never-ending 
variety in the gameplay; it's not 
all just running and jumping. 
Complete this and you can con- 



sider yourself a real games 
supremo. 

* ACE RATING 9T Q ON FAMICGM 

SPACE QUEST IV 

Sierra On- Line • Atari ST £TBA 

* Amiga £TBA • IBM PC £34.99 
Top-Quality goof ball space 
adventure with lots of humour 
and minima! dithering around, 
Sierra have managed to com- 
bine excellent graphics and a 
bizarre-yet-comprehendable 
time-travelling story line. Guide 
Roger wilco through a roller- 
coaster adventure involving 
absolutely no typing and some 
excellent puzzle-design. Every 
location contains a surprise I Not 
too good if you own a slow PC, 
and is virtually unworkable 
from floppies. Otherwise, a 
pretty essential purchase if you 
can put up with the constant 
craiiness, 

* ACE HATING BSD ON IBM PC 



WING COMMANDER 

Origin/Mindscape • Amiga 
£TBA • PC £34.99 
Another 3D space combat 
game r but radically uses of stun- 
ning ray-traced and digitised 



graphics for the spaceships, 
They rotate, shrink and grow 
with amazing speed and fluidi- 
ty, Animated scenes punctuate 
the action and present the first 
true cinematic experience on a 
home computer. The multitude 
of missions mean this isn't a 
game of surface gloss. Sadly 
only best appreciated on the 
high speed PC. 

* ACE RATING 949 ON IBM PC 



WONDERLAND 

Magnetic Scrolls • Amiga 

£29.99 • Atari ST £29.99 • PC 
£34.99 

The Scrolls, having stunned the 
world with The Pawn way back 
in 1987, return with a new clas- 
sic. An adventure game based 
on the famous novel Alice in 
Wonder f and t the plot follows 
the book enough to retain its 
weird flavour but not so slavish- 
ly as to make it solvable by sim- 
ply knowing the story. The lav- 
ish text, teeming with hundreds 
of tough (but logical) puzzles, Is 
accompanied by a number of 
stunning animated graphic 
scenes. The future of adventure 
games is here. An essential buy, 

I ACE HATING 910 ON IBM PC 
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FICTION 



Welcome to a new series of short 
stones paying homage to the many 
varied styles of game genre found 
in our vibrant marketplace. Each 
month we'll be wowing you with 
gripping edge of the seat stones in 
the style of a particularly popular 
game of the moment. This month 
our imagination was especially 
gripped by semi -cover dame and 
not borincj flight sim Thunderhawk. 
And so it is with no little pride that 
we present... 

BLOOD ON THE ROTOR 
BLADES 

By Jim Douglas and Gary Whitta 

VOLTS 

The rough leather straps gnawed into K langghammar's 
wrists. Warm, thick blood ran into little puddles along 
his forearms. But the centimetr e de e p grooves gouged out 
by the abrasive restraints would pale into insignificance 
when Klangghammar experienced the searing 500,000 volts 
that the CUy County Jail electric chair was about to deliver, 
A man with a face I ike the told stone of the Eiger and 
a heart to match, Ex-Colonel and top chopper pilot Hardy 
Klangghammar was about to meet Kis- mater. Resolutely 
silent to the last {this, in part was ensured by the black rub- 
ber bit forced irito his mouth to prevent him biting through 
hrj own tongue during elertrocul ion) KUngghammar dis- 
passionately mulled over his capture, enforced drug addi- 
tion and framing for a series of gruzly murders at One hands 
of Central American drug overlord Manuel Costa Rica 
AJbwtCv Fandango. 

Klangghammar had rJrjfM questionable things, and the 
world would undoubtedly be a safer place without him. 
Indeed Klangghammar could take it like a man, but to die a 
coward's death on hfct own home soil without the chance to 
wring the truth - and the life - out of the greasy albino 
s.rj.b. was making him most unhappy. 

As the priest read Klangghammar hu las? nirv ,.md on 
orderly tightened the steel skull cap around his head, the 
grizzled pilot knew these were to be hi* last moments on 
God's precious Earth A distant electrical humming noise 
was growing in volume and pitch somewhere behind him. 
but he could not turn h is head to see the generator from 
which it was coming. What Klangghammar could see, 
directly in front of him, was a young man standing behind a 
plate glass window, h»s hand resting gently on a large lever- 
switch mounted on the wall, In a few moment that : cver 
would be thrown downwards, and Klangghammar would 
receive the customary two jolts that the US penal system 
requires to send you to your rttakr-r Ru! Klangghammar 
knew that even her* he must show no fear and so he grit- 
ted his teeth and stuck out his chest in one last gesture of 
eternal defiance as the priest dosed his bible dnd backed 
away. Dignified to the last. 

Suddenly, the man behind the glass seemed distracted. 
His hand wavered on the switch and then moved away from 
it. Over towards his desk. To... the phone I He listened 
intently to rec? iver, shaking his head and then noddtng. 
Klangghammar feared his eardrums would burst as he 
strained 10 the pcunt of blackout to try and hear the words 
being said. The man hung up the phone and motioned to 
the sMI<ap orderty. Looking slightly dlsgtuntled, and 
mumbling under his breath. Tie unstrapped the prisoner's' 
hands, feet and after wrestling the skull cap Free, helped 
Klangghammar to his ic-c': "Vrjj're out," he said 

PROPOSITION 

An hour later and K Ijngghammar was sitting in an air- 
aafl hangar, across a peculiarly ceoart mahogany di-sk 
from a suited granite-face who called himself Jack Marshall, 
irwwered andinspeciing his freshly bandaged wrists, 
Klanghammar quietly listened while Marshall talked 

"You're a goddamr* ti burnout, Klariggharr-mar. Your 
lile makes anything but pleasant reading. Striking a com 
nandmg officer 7 Insubor diction? Discharging a weapon in 
the officers' canteen? Murder??! If it had been my hand on 
that switch you would have fried in a second." 

*(Ult it wasnt," Klangghammar cleverly observed. 

"1ught. And unlike you. I know how to follow or ders. 
Arvj mine come from the top, The very top. We've got a big 
mother of a problem and we need an expendable psy' 
("tv:fi..iih to gel us Gut uf it " 

"I'm retired now/ said Klangghammar, looking 
around the room m the arrogant, disinterested fashion that 
he had spent yean perfecting. "I don't do your dirty work 
arry me**." 

-f.^e,' unjMonhjII coo<ly -'Then you can go lux * m 
the cair " He looked at us watch. 'If we hurry, I think we 
can have- you Bar-B-Q'd by four " 

Klangghammar shifted uncomfortably in his chair. Ha 



didm like not having a choice. "What's the deal?" he said 
after a long pause. Marshall took a folder from his ki-Tray 
marked Top Secret and tossed it across the desk at 
Klanggha""iindf. Beqi ljii ij n:j v he f Irppcd it open and 
looked at the papers inside. There was no mistaking the girl 
in the black-and-white picture on top of the pile 

"Of course you know who that is," said Marshall . Of 
course Klangghammar knew. Fviry red blooded mai ir the 
country dd. 

"That's Tania Jeremysmith, President leremyimith"! 
only daughter. And she 1 * been kidnapped," Klangghammar 
looked up in disbelief as Marshall continued. 'The ClA has 
done some digging around and linked the kidnapping to an 
international terrorist triad, consisting of a group of Middle 
Eastern fanatics, the Russians and some Columbian drug 
dealers. Qf course you know that Miss Tania is not only the 
country's top glamour model and film star, hut is also the 
leadinq authority on high-energy physics in the western 
world- we believe the triad may want her to build them an 
atomic bomb ' I lee' with cocaine to drop on Washington. 
DC " 

"The bastards," muttered Klanghammar. Marshall nod- 
n>i1. ami then leaned forward across the desk, his face an 
iron mask of sincerity. "There's something else, Th* 
President has developed a rare bone condition - it's fatal 
unless he receives a marrow injection within the next 24 
lioi.rs Ni.ii only iv T^n ^ h i cn y Uirg relative and therefore 
the only person with compatible marrow, her special Surgi- 
cal training make^ her the only person in the world capable 
of completing such a complex operation. And with the LfS- 
Soviet summit tomorrow, we need her back, Hardy " 

Klangghammat decided to play it cook He'd played 
plenty of poker in his time, and knew thai he was p:ayirg 
verbal uoke r wirh Ma^h.ill here. And even though he knew 
he had a losing band, he was playing his cards dose m Ins 
chest. "What's m rt for me?" he asked. 

*We want you to fly in, bust some heads, rescue the 

Sid and brmg her back safely. If you do all that in time and 
le transplant operation is a SUCCeta, there may be a presi- 
dential pardon. You'll go free and your record wilt be wiped 
clean. What do you say?" 

Klangghammar thought it over for a few moments. 
"Can I have a gun?" he asked Morih-jll rodded. Tm in." he 
said, They didn't shake hands. 

TRANSPORT 

The AH-64-22lB-69-72412S-XLS-8LT-J4fi Super 
Thunderhawk Low-Level Interdiction 5>tsahh Cornb.it 
Helicopter sat dormant on the helipad, as Klangghammar 
emerged horn the hangar dressed in his flight gear and car- 
rying his laser-guided targettirK] vector helmet He breathed 
in the cold, Sharp morning air and looked at the sleek, black 
shape of the Thunderhawk 6111 ions of dollars and the west- 
ern world's greatest military minds had gone into building 
it, so it looked more like a shadow than a helicopter, even 
up close Radar couldn't see it. Sonar couldn't hear it. Hot 
even the human eye could ever be sure if <t was actua lly 
there or not. The weapons it earned were enough to raze a 
small third-world nation to the ground, and they had done 
on several occasions during some of the LfSA's less publicised 
wan. This was a monster, a demon from every Russian's 
worst pillow-iwting nightmare. It was the ultimate combat 
wiMfiun 

"Good to be back," thought Kl,.irir|h t iinmar in he 
walked across the tarmac towards the helicopter - at least 
he thought he was walking towards rt, rt was always diffi- 
cult to tell because of the way the Special muMtptesar cam- 
ouflage hull bent the light around it. Klanghammar groped 
his way around the helipad like a blind man for u-n m h.jh -- 
until he finally found the Thunderhawk by walking into the 
tail rotor. He felt his way along the body of the machine 
and chmbed into '.he i o< kpn Then he got his first surprise. 
He was used to flying Hueysand A-IOs in Nam, and was not 
prepared for the technological man/el that faced him now. 
instead of the usual complicated joystick controls. In front of 
the chair was a Single Amiga mouse, resting on a bolted- 
down mousemat. Ever sim r- the tiny software house from 
Derby, England had demonstrated how it was possible to 
control a helicopter simply by using a two-button mouse, 
they had been standard equipment in all combat heli- 
copters 

"It takes a little getting used to,' said the voice from 
bestde him. Klanghammar turned to see Marshall standing 
there, 'But once you get used to it it's much easier than all 
that cyclic and collective balony You i .-in cycle through your 
weapons usmg the RETURN key,' he continued, pointing to 
the customised Amiga 500 that formed the helicopters cen- 
tral control console. " Remember you've only got 24 hours to 
complete the mission, so synchronise your watch. And just in 
case you had any ideas about jetting uff to Cuba n ih«s little 
baby, the water in the drinking fountain that you used 
before you changed contains a slow-acting poison. You'll be 
dead in 24 hours unless you return here to have the anti- 
dote administered And we'll only do it if the President's 
daughter is with you. 

"Chrisll' Klanghammer spat at him through gritted 
teeth and lunged at him, but Marshall just backed away 
l.iu(jt ing jnd jhuT the cockpit door. "J think you'd better 
get a move on," he said. 

FIRE FIGHT 



The whispering turbines of the Thunderhawk pulled 
Klangghammar through the dawn. Hugging the terrain, the 
chopper f ew south away from tne cities, the %kyv ropers 
and civilisation into the untamed warzone that is central 



America. He flfltired that he had a good twenty mmutesto 
locate the terrorist base, would spend a further ten minutes 
softening up the defences with FTAR missikesand the 60mm 
chain gun before landing and rescuing Tania. 

He figured wrong. They were on him like buzzards 
round a corpse. Ten, maybe fihin-r hiwuir r..io>r bl.ps 
worked their way towards the Thunderhawk. Some moving 
faster than others. The quick ones were MrGs The slower 
lookeil ik<' rrion- < .hoppers 

"Pity . " r murmured Klangghammar as he performed 
an outside loop and flicked the Thunderhawk upside down 
to face the first enemy chopper, " . ..f or them." 

Abdul lah llyich Skanksi hadn't been out of the acade- 
my long. He could hit the cardboard ground targets and 
could make a pretty good attempt at downing those big 
hel uivi-filled dummy choppers, but a live target, let a cne a 
target as slippery and deadly as the airbone cor.Lja e<-! :in- 
sented by Hardy Klangghammar in the Thunderhawk was 
another matter entirely. 

Skankski fumbled with his ''Live* switch, feeUng a 
peculiar giggty excitement as he became aware of the 
importance of fits situation. Could he, a lowty third-rate just- 
out-of-traming combat novice really be about to down the 
legendary Klangghammar, thus thwarting the West's plans 
for a peaceful conclusion to tomorrow's Soviet summit? 
Could he, a nasty oily yellow-toothed communist with ill fit- 
Ii-ilj overalls rtdd no success with women put an end to trie 
icnendary career of the Americano's most feared and 
admired Hying ace and womdmter? 

No 

As Skanksi prepared his twin cannons and tried a back- 
up manoeuvre of locking on with his Air-to-Airs, the 
Thunderhawk barrel-rolled towards him out of the early 
morning sun, delivering a salvo of hr.n wekmg rockets and 
mmi gun fire. And in the rotor blades' swirl, the flash of the 
cannon, the glint of sunlight on the cabin window, and in 
the reflective lenses of his victorious combatant's Ray Ran 
Aviators. Skank* believed he saw In turn each Rider of the 
Apocalypse. Especially Death. 

Banging his head like a demented gibbon and crying 
and wailing Mke the big commie girl's blouse that he was, 
Skanksi prepared for tits white-hot lead and caudrte, bone 
cracking, hair bleaching death, it was all Over m a second. 

Righting the Thunderhawk and lighting another 
Marlboro, Klangghammar calmly waited for the radar blip 
of his victim to disappear from the screen. Hts eyes then fell 
on the three MiGs bearing down from the north irt standard 
arrow-head formation 

"'Any more for any more, " he asked wrth a wry smile. 
The trio of MrGs converged and began their muRipie^G 
attack run, fingers twitching on their missile triggers and 
singing the Russian national anthem. Ktarvgghammar spent 
a few moment* carmly trying to tune into a good radio sta- 
tion, and after a few moments' knob-twiddling. 'Living in 
America " by lamir, Brown blasted over the quadrophonic 
surround-sound speakers. Klangghammar cranked It up to 
the max and swrtched it to the external PA system. 

Something was getting to Komrade Kolonel Ivan 
Boristovski, squadron leader of the elite Red Skorpion 
Airborne Tactical Response Unit, the fastest and best air 
force in the world - that is, of course, apart from the or*e- 
man stiu*d'0n Hut wjs the legendary Hardy 
Klangghammar. Though he was singing the national 
anthem as loudly and "bravely as he could, he couldn't help 
tapping his feet and click<ng his fingers 1r> the my Mr -km.-, 
funky sound that was seeping into nit helmet, and seemed 
to be coming from directly ahead. From Klanghammar! 

"tJiet! Kliet!" Screamed Boristovski and drowtwd out 
the sound. He opened th* throttle further and screamed 
across the sky, his two wingmen in tow. This time, 
Klangghammar, you will not be SO C lever, , 

But he was. Klangghammar could now see the three 
tiny MiGs about a mile off. thundering towards him out of 
the sun A deadly game of aerial chicken was about to 
begin, and Klangghammar wasn't about to back down. His 
mind cast back to when he was a small child, and would 
play chicken against his friends wuh petrol tankers. He 
always used to win, and this wasnt arty different Slowly, 
and with d malicious smile on his face, he cranked the throt- 
tle to maximum power... 

Boristovski was starting to lose his cool. The 
Thunderhawk was now accelerating directly towards them 
at an incredible 2000 knots, and was showing no signs of 
turning. But Boristovski had always been taught that the 
Americans were cowards.,, surely Klangghammar would 
swerve at the last minute? 

Klangghammar, now just a few thousand feet away 
from the advancing MiGs let loose a short burst of the chain 
gun, and two-hundred mercury-tipped hollow-points 
turned on- <if the MiQ; to o flaming wreck that fell out of 
the sky like a dead bird. Boristovsk< and his remaining wmg- 
man, flinched but pushed on, Surety he would swerve at the 
last minute...? 

With just a hundred feet between Klanghammar and 
the two MiGs, Boristovski bottled it like the boricht -guz- 
zling yellowbelly he was, and tried to swerve to avoid the 
inevitable coHivon. But the Other MiG tried the same 
maneouvre at the same time, and the two planes crashed 
into each other and exploded in a ball of white flame. 
Klangghammar, completely calm, flew through the fireball 
and, through the cockpit window, saw Boristovski falling, 
screaming through the air below him, his ln-im^i melting 
with the intense neat around his head. Their eyes met for a 
moment and Klangghammar extended his middle finger 
and smiled in one last farewell gesture, 

Boristovski hit the ground and his evil little communist 
body shattered in a second. His standard pilot's Issue pistol, 
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loosed off an incorrectly loaded round. Skywards. 

As Kiangghammar holered over the combat *one and sur- 
veyed (he aestruclion he had cealed, hes almost super- 
human hearing detected a frantic whistling above the now 
gentle hum ot the Thunderhawk. 

A second laler the rogue oullet struck ihe chopper's la* 
rotor . sending it into a Franlic spin gene/ally remarried as lalai 
by even the most skilled and dog nuts pila!s. In thB subse- 
quent G-rn&Wy spin and impact with the ground, even 
Klangghammars toughness was pul sorely to the 1es| and, 
sustaining compression breads to £0% Ot his verlabrae, cuts 
from Hying glass and concussion ha passed out- 

QUESTIONS 

The sweel smell of Cooking meat was hardly m<j hrsl thing 
Kiangghammar expected 10 nohce as he cams rojnd On 
realising. however, thai the smBll was coming trom ihe smoul- 
dering blistered Hash pt hi* own chest and Che ccok-ng imple- 
ment was a particularly expensive Cuban cigar 
Kiangghammar couldn't help but allow himseU a wry smile. 
'Starting gently, eh"?" 

"keep quiet, you stBanking infidel caprtaiisl peeg " rasped 
|hi> hair-man. haH-rtilno found al Ihe othtir end of Ihe stng*e. 
"You weel be crushed under the- mighiee boot of brave drug 
defehous commurtrsi oil philosophy' Byt wee weel net let you 
die slowly. Oh, no, Meester Not So Ctev-er Mow Ee1 weei 
probably ;ake weeks before your heart gives Out under the 
eontense pointy stn*y slabby torture we have Imed Up for 
you ' 

Klengghamnw laughed and spat a chick blob Ol gnstly 
phelgm at the shadowy figure, It hit him square in the face 
and trickled down his cheek. The figure smiled and Wiped the 
spittle away, then leaned forward and let Kiangghammar see 
bis lace, M was the shocK ol his life 

Gmnmsng at him from behind a cracked pair of sunglasses 
and a set of hideously brown reran was Manuel Costa Rka 
Alberto Fendengo! The vlctous dealer and inlernational mer 
canary who had not only been responsible ifX the eye-water- 
ing abocibes suffered by Kiangghammar and hundreds of his 
*eflow POWs jn Vietnam i Fandango was on the NVA's payroll 
as a freelance torturer a1 the timej. but who had Ira mad 
Kiangghammar for a number of sexually-motivated murders 
the! ha, m tad. bad committed. 

"Fandango'" gasped Klangghamma' Fandango smiled 
and broke off a couple ol the chopper pilot's fingernails with a 
pair or pliers. Kiangghammar used speoal mBdrtation tech- 
niques, taught 10 hrm by a Tibetan monk while on a Spec Ops 
mis&on to ihe Far East w 82, 10 suppress 1he intolerable pair*. 

"I regret ihat i weel have to leeeve you in the care of my 
men,' sneered Fandango anc molioned towards 1*0 muscle- 
bound I'aqis. one carrying a car battery and sel jump leads, 
the other holding a tray 01 surgica? mstrymenls. The big 
motorised ones. 

"I would have preferred to,., see to you myself, but I have 
Other eemportem beeesiness- The lovely Tania awaits ne. 1 
weeal be forcing her to bui*d ue an atomic daeevice and 
When she is leeenished. I will be. bow you say. having my leg 
over. When afl our hoops have had a go, we weeal be tortur- 
ing her snd Jtoeelmg her. and then we weeel drop, her on the 
WtNlehouse lawn. Har har Iwi" 

Klangghammar wasn't really listening - he was too busy 
trying to reach the lockpicfc that had been surgically implanted 
into the palm ol his band, m case of eventualities like this 
Fandango Slubbed h?s cigar out on Klanghammar's arm and 
withdrew, and the two Iraqis began setting up tbeir equipmertf 
Klangbammar knew he must work last A tie was tD gel 
through the four-inch thick chain thai was hoiding him on tne 
Operating table. If the Iraqis, got to him forst and began tortur- 
ing him, he wou'dnt be able lc thin*: cleanly and thai would be 
it. Work %st.. 

As the two Iraqis shared a vile joke and a yellowing 
cigarette beJore getting down io bus nesE, Klangghamimar 
cgfled his hand round and slarlad 10 rr-g into his wrist with his 
Ihumonail. After a miniate 60 intense sc'raiching, the skm 
broke and a IhKi slwj of malaf slid out, Kiangghammar 
caught >t and went 1p work or> lh\t padlot* jusl hy his hand- 
Must work last Ihe IraqiE were now moving towards him 
equip*w*nt m hand. Kiangghammar worked ffartically with the 
lockp»ck;. and after a lew more seconds, a qu»t click 1oW Mm 
that 1he toi;k bad sprung open and h*s hand was free. 
Kiangghammar med to Tide his eucpfesiion c' relief and 
remained inert, allowing ihe Iraqis 1o get closer wthin sln*ifig 
rar'ge . 

They stopped Oy Ihe Operating table and looked down art 
Kiangghammar, smiling. "You are S dead man, Americanos." 
sneered one 01 Them and produced from the tray of insi^ 
reents an amputation saw Now.,- 

"Spln Oh infe,* screamed Klanfjgnammar and proper lad hrs 
fist upwards. I] hit Ihe bottom of the Totaling saw and pushed 
A deep <nto 1he throat of the firs« Iraqi He 1ei back, screaming 
and durrjhing at his throai. which was pumping 0U1 thick red 
Wood in powerful, pulsing jets. The olber Iraqi warn for his bell 
holster. Ogr Klonggnammar. with his Delta Force [rammg was 
too rast and had dready p«*ed 1he other locks. He lept up 
horn the table at Ihe screaming, cowardly Iraqi and knocked 
hm to 1he 1loor, crying and begging 1o« ms IHe like a little gir?. 
It was to do him no good - a second later, Kiangghammar 
snapped hts neck like a dry twig and stood up from Ihe twitch- 
ing body Over in rhB comer, the ohw Iraqi had d*ed from loss 
of blood, his face contorted Into a grim death mask. 

Kiangghammar had no lime to waste He took each of the 
Iraqi's automatic pistols and chambered around imo each. 
Time to tttck some ass. Big time. 

As Kiangghammar threw open Ihe twin doors from ffie (Of' 
1U*e room imo tha terrorist complex s main corridor, 1wo 
guards, who were patrolling lazily at the other end, noticed 
him and fumbled frantically 1c* 1heir rifiBS, whrc* were slung 
over lhe*r snoulders. The poor toots, thought Klanghammar as 
he raised hts pistol and shot the two guards through the head 
from a distance al a hundred ya/ds before they even reached 
thev guns. The two bodies dropped and Kiangghammar wast- 
ed no time in taking iheir rifles and ammunition. Uniortunately 
somBona, somewhere had heard She shots ard alarm klano^s 
began to sound all around tha compleif, "Oarri,"lvssed 
Kkanghammar and, holding a title lite a pistol in each hand, 
ran oqwn me corridor, kicking in doors and looking ir sidu lor 
any signs Of Tania along tha way 

Elsewhere, sotdiers were being rfcspatchBd around the 



complex, running 1b;-. way ar<l thai. Fandango who hadnt e 
cue what was goHng on, grabbed bold of a ynt.iig &orgean1 

"You," ha barked "WhaTs flrxng onf' 

Tna Americanos." fussed 1he sergean?, a hmt ot terroi m 
ni& vf>cw. Fandango noticed there was a damp, dark patch 
around tha top o* Ris trousers 'Hu escape " Stunned. 
Fandango released the soldier, and -ie ran off down the COr" 
dor alter his men. "So Klar^ghamnrw," he said with a grin 
thai was barely dMuclabfe. 'We meet agam. Fqr old times" 
sake," Fandango re eased ihe buckle dip on his belt holster 
and walked away down the corridor. 

NINJITSU 

A Iltiious fire*ignt was srsuing. Klanggha*n-nar was sljg- 
ging rl out across a corndor wi'ih twenty sotdia's, who were 
COnstamly peppering tha wal-s around blm wiin .inachine gun 
fife. Kiangghammar nad originally been intercepted by a gam 
son of lifty soldiers, but ihrrty ot them had already been 
downed by Klangghammars crack marksmanship and a 
selection ci exotic ninj»lau techniques, How he was holed in 
Oehsnd this doorway rind there was no way out - more mer 
would be arriving any minute, and hB was down to his last 
Clip Kunghammar sent ano;her burst 0< nil* lire screaming 
dawn the comdor and anolher Tour soldiers fell to ihe ground, 
blood pumping from Iheir punctured bodies. 1 here was anoth- 
e-' burst of fire from the enemy and Kiangghammar was 
forced back mto the doorway for cover. 

BEARS 

He 1ned Ihe door. Locked. Nol even one or Klanggriamar's 
famous shoulder-barge*, from nis days as-tha Chicago Bears" 
Quarterback would open it. Knowing that he couldn't fight it 
oul here for much longer, he jammed the rifte barrel into the 
keyhote and fired an extended bur&1 T",y hoi lead ripped the 
lock completely on" and l^ie door swung open Klanghanirnar 
fell inside as another voBey ol 9mm shells i-npacred around 
mm 

He was insioe a cell. The wi.ndow was barred, there was 
straw on the ^ICOr and Ihe walls were dank and scarred trom 
years of people irying 1o scralch their way out. wilh : itlle suc- 
cess. But the cell did have one interesting fBalure - slumped 
in (he comer Ol the room .weeping and with her hands held 
feebly over her heacs as if 1o piorect fierseM, was Tama. 
Recognising her insianl.y. Kiangghammar ran c^er 1o her and 
tried io help he* up, but she tcughi him off. kicking and 
screaming. 

'Relax!" he said. Irving 1o calm her down. "I'm hare lo res- 
cue you The name's Kiangghammar Hardy Kiangghammar." 
he said. He was glad he had Changed his name alfthosa 
years ago, Somehow. "The name's Dwayne Ponsonby 
Farquah" didm have Qjlto I he same ring. 'Come on,' he said 
'We don't have much time." 

GOD 

rarMa «*emed tc calm down an<r Klangghanimar managed 
io get her to her feet. He brushed her matted hair away from 
her race arid Mlec her face 1c look at her God, She was beau- 
tiful. Her 1ace :ike a pink s * p How with iwc bg blue jems 
embro*ded Into m, Hw body was enough to drive any man to 
drink and home again Even Kiangghammar was speechless 
for a few moments, berore the shouhng ol 1he approaching, 
Awards outside snapped him out p* it. He threw Tania lo the 
floor, where ehe would be sate, and drew back Ihe bofl on Mms 
assaufl rl'le. ftt ihe sokdie r s piled irfo the ce'", Klangghamr^ar 
let rip and lore into the unsuspecting roregners. One by one 
ney 10JI Screaming !o the floor until Kiangghammar 'an oul of 
ammo and drop Ihe rrfle 10 Ihe lloor. The soldfera were st»ll 
advancing - some tripped and terl on the bodies or Iheir dead 
comrades, but a good dozen of Ihem had made it through 
Safely, and ware now only milliseconds away from lurning 
Kiangghammar and Tania into live hundred pounds 01 ground 
bee* 

Bu Kiangghammar hao come tco iar rp give up now, He 
knew :hal to Ih'ow in rne towel lust ■rrhen fie was on ihe brinh 
o1 rescuing Tama and saving ihe ffee world from the power 

Klbbing commies and their powder sniPing olalymales would 
1o let nol on#y' his country down, but la Ie1 himsefl down as 
weir. With a blood-curdling scream that the unfortunate las- 
cists woutd lake lo their graves, Kiangghammar lept at tha 
body ol guards, Miing three instantly writs a series or compli- 
cated silent nerve-pinches that only a handful ol people out- 
side ad Japan were trained to do WHhaul any formal miliary 
training to tail back on. the remaining soldiers panicked and 
opened ^ire blind: y, irtadverleniiy killing a farther seven wdh 
Iheir own bullels. As tha last levi ran arojiid in disarray, 
Klanggnammar took a rifle from one of the corpses and 
spread Iheir innards arc-unc the COH. The last body, b : oad 
Jloodlng iron » his mouth, 'el 1 to tna f onr as the echo ol gunfire 
quietened, and 1hen there was silence agam. Kiangghammar 
coughed and tanned away she gunsmoke, Iheri grabbed Tania 
and pu'-led her up "Lets get Outta here", he said- A rescue 
isn't complete unless wneane says "Let s gei 0ui:a here". 

Klanggnammar led Tania through ihe smo*«?-f:llef! and 
burning corridors, being careful to Step over the scores of 
corpses which lilrared lr*i lioors as lar as the eye could see ir 
ft very direcbon. There was no mistaking Klangghammur's 
handiwoA. 

After some more searcfi ng Kiangghammar and Tania 
siumoirjrj ojI imo the daylight and looked across the tarmac 
to find • to his amazement the ThunderhawX. lully repaired, 
luelled and ready to go* Fandanga must nave planned to use 
ft to drop his foul carao on OC Kiangghammar thoughl as he 
dragged the ternlied Tania across the tarmac towards Ihe 
Thumferhawk. He took a slim.back remote control unit from 
fus pocket and hit a button. "Ignition'' . he said into the units 
tiny inbuilt microphone, ard a second laler the Thunrjerhawh's 
rolors started to turn slowly as ihe lu/oir«s 'ired up with a 
high-pitched whirwfig sound 

Alarm sirens were sDrl sound* 'ig ai; a r ound thB camp and 
Kiangghammar noticed thai, irom across the compound, a 
fresh garrison ai soldier?, were running lowards them, 
machine guns blazing. Kiangghammar caught a couple of bul- 
lets in Ihe chesl , bu: shrugged then off and canirued spnnr- 
mg at Olympic speed - ha hadn't won those seven gold 
medals for nothing, and il was good 1o see ihat he still had ihe 
old magic. As be ran he pu'Ujti n» s pistol and picked off a cou- 
ple o.' tne distant enemies, ther stopped by trie skJb 01 Ihe 
tieliccpter. which was now up to Speed and ready to lake ami. 



"Gel in * he said Tania didn t naed much persuading and 
climbed inlo the passenger seat walhoul a word. 
Kiangghammar ran round to the other aide, catchtng a few 
more outlets in Ihe process. As he Opened Ihe door lo climb 
in. the frrsl soldiar to reach him iumped on h<s back and triad 
to wrestle him to the ground. Without any eflorl 
Kiangghammar just fifted him atK>e his head and let the 
razor-sharp rotor trades to all the work for him. 

When Che yojng soldier final ; y stopped kicking, 
Kiangghammar dropped his mangled body Id the ground 
paused Tor a second 1d wipe ihe blood and mnards horn the 
windshield and Climbed 'nside. The resl o' the solCiers were 
almost on them , and just as two Of three oi ihem made a grab 
lor the side or the helicopter, it mot o*f and hovered above 
ihem. Machine-gun Hr* hoochetwet harmlessly off the litanium 
hull- Kiangghammar was gelling tired ol this. He held down 
the right mouse button and the sell-a;ming 60mm cham gun 
Opened lire. Cutting through the garrison ot helpless soldiers 
like a laser beam through melted butter. There wasnt much 
SC'uammg Kiangghammar had fired Over a thousand rounds 
in tha last five seconds He released the trigger button and 
l.jrn.yt thy he<icopler west. "Were headed norne," he said 
Lhrough tine cockpi mike. 

PIG 

But jusl as the Thundemawk 11 ew over the compound bar 
ner and nto neutral territory. Kiangghammar heard ihe scuffle 
trom behind bun and turned to see Fandango, in the back 
seat, wrth his arm round Tama's rvac* and a .45 automatic 
pressed to her torhead. "Turn rhB chopper around, seeeenor 
Kiangghammar, H he squealed i*e a stuck pig "And no tricks 
or Ihe beeelch gets n." Kiangghammar had no Choice but to 
obey He pushed the mouse back afound towards (he camp 
"When wa get back, I ham go»ng to have my lun with IheeeE 
n r.e rj *iy •"•ml ha n going la make you watch How you like 
thai, saeenor scum''" sneered Fandango. He was so pleased 
with mmsolf ihat he hadn't noticed Kiangghammar unchp ihe 
flaregun From the door panel and cock il sitenlly. 

"Sounds like a riot," said Kiangghammar and fired the Hare 
gun lhrough Ihe back ol his own chair and right into 
Fandango's croich The greasy commie screamed in agony 
as his pupate pahs were flame-grilled by the distress flare and 
he dropped his gun Kiangghammar saw his chance and 
kicked Fandango hard in the skIb. sanding him frying oul of 
ihe side of the helicopter. They were ten thousand teet up. 

"Klaaaaanngghhaaaammmaaaarn^ screamed Fandango 
as he plummeted To Ihe ground, bis grom still ablaze. From 
the copte' window, Kiangghammar saw Fandango, uniorlu- 
nate id thB last, land on top ol a passing petrol tanker, which 
promptly exploded, 'i guess thai's what they call poetic jus- 
tice." said Kiangghammar as he targetled ihe dislant terronst 
compound on his HUD- and locked on n AMftAAMSLAM mis- 
sile When the blrps <o his helmet speaker turned into a steady 
tone, Klanghammar hrt the left mouse button and saw a single 
smoke traifarc trom the low-slung multiple missile bay of the 
Thundemawk into ?he distance. A few seconds lale* there 
was a. oud enplos*on. and a whrie mushroom ctoud appeared 
over the ho^zon. "MiEsion accomplished " Klanggha'nmar 
smSed, 1hen cranked the radio to maximum volume and 
k.mud "ht- rn?licopter towards home 

As the familiar sight of the White House dome came into 
view rtiarigoha^iar lelt a shooing pam n his arm. He 
looked art his watch: 23:57 and ricking - ne had only a lew 
m-nutes 1c gel back to base before Ihe poison exploded his 
heart and look his HFb Sweating profusely Kiangghammar 
opened the throttle and pushed forward • but his vision was 
a ready Starting to black out, and a glance a 1he fuel guage 
tDld fir he was down 10 lumes Seconds laler, 1he rators 
Started to dunk and gnnd as the engrne dop^v^ Of gas, 
started to die out "Hold on," he gasped. "This codd be 
rough..." 

CRASH! 

Much 1o the surpnse of the President his morning paper- 
s^jning session was very rudely inlerrupred as the 175-tonne 
Thunderhawk crashed lhrough the White House dome and 
onto the carpet Of 1he Oval Office, right in Front ol his desk 
engine splultereo feeoly for a few moments and 1hen 
died. The rotors groaned 10 a halt and the door fell open. 
Moments later out Jell Kiangghammar and Tania, onto the 
debris -covered carpet Two armed MPs rushed m. but Ihe 
President motioned to Ihem to lower Iheir guns. Ha has 
riKXjpnfsed his daughter. 

Moments later, Jack Marshall rushed in (he had popped 
round 'or a cuppa a lew hours aa r lierj and broke imo a broad 
smile when he saw Kangghan?mar and the girl. When he saw 
Kiangghammar writing around on the floor, grabbirtg his 
throal and Spitting blood, he remembered the poison and 
qu-ckly ran over 1o him He produced a disposable syringe 
|rom his packet pocket and injected the contents nto 
Klangghammar-s arm "There," ha said. 

Ten minutes Jater, Kiangghammar Tania, the Presidenl 
and Jack Marshall were standing arojnd the wreckage of the 
Thunderhawk enjoying a Coke together 'How can I ever than 
you," said Tenia, her blues eyes ablaze with passion. 
Kiangghammar slepped larward and pu1 h*s bandaged arms 
a- r ound her. "You could marry me ' tie suggested. "Okay." said 
Tarsia. "bu1 we'll have to rtiake it quick. I've got a swimwear 
shoot in Antigua al four, and then I ve gol to run back and help 
those NASA guys work some bugs out ot their deafl-pulsar- 
deleclion software ." With that they kisaed, everyone applaud- 
ed and the President len everyone in a crwrus 01 "For he's a 
jolly good fellOw/'For Hardy Kiangghammar, thai had never 
been more true. 

THE END 
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Potting jrrd Passion in 

Love on the Green Baize 

insptred by Jrmfriy Wfvte'i Whirlwind Snooker. 



116 AOAMCCD COMPUTER ENTERTAINMENT 



pink pages 



PUZZLE PRIZES 

If you re th« undtf fit th* tint 
t&mpct cnjiswwd solution out of 
the hat yotill 9*t * free g,im? for 
yovf machine. W« regret that wt 
cannot >p**;ify exact titles, but 
we'll do our utmo-it to ensure that 
the prizes get your adrenalin 
pumping Don t forget to opacify 
your math^e format! 



CLUES 
ACROSS 

5 No charge to drop 
from 'Swords of 
Twilight 1 software 
house (4,4) 
7 Kind of light wine 
one swallowed (4) 




8 Changes code - Ed 4 s put it in (5) 

9 Elite game Leo and Dino played together (7) 

10 Pa cures my new game from Virgin (9) 

1 1 Being under twenty, she rules the game (4,5) 

14 Rat torn to pieces in game (7) 

15 Computer helping to write comic routing (5) 

17 Loathe Gremlin game (4) 

18 Everything shown by the runes I've cast (8) 



Our monthly 
prize word 
puzzler, set by 
the inimitable 
MIPS 



CLUES DOWN 

1 Fitntstone's first from Ubi Soft (4) 

2 Game that's a bit of a cult I'm assured (6) 

3 Brown dog ! ( 6 ) 

4 Look out - leaders got Ron to form software 
house (8) 

6 Be all-consuming! (3,2) 

10 Clark Kent's transla- 
tion of Ubermensch! (3) 

11 Heighten general 
awareness about 
Do mark subsidiary (6) 

12 Duos rewriting after 
ex developed game 
from Origin Systems (6) 

1 3 Ban i sh me nt from 
Audiogenic (5) 
16 A game of hazard 
from Leisure Genius (4) 

Make sure you don't 

miss next month's 
competition - it'll be 
the lasts To find out 

why, and what will 
replace it, don't miss 
next month's issue! 




HOW TO ENTER 

Ev»ry month we offer a free game 
worth up to £25 tor your machine 
if you're the sender of the rim 
cornel crossword soJution out of 
the h*t. The address to send your 
solution to is: 

ACE Sept e mbe r 51 Cmuwar^ 

PtH gry Court 

Farnngdon Lar»* 

London 

E£1H JAU 

The cw*d<ine for entnei n th» hm 
of the month but a* September 
1st is a Sunday, « n tries rtctiwd on 
Monojy 2nd will be eligible. 
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READERS' PAGES 




PC ENGtNE « JOYSTICK 
4 games, formation soccer, 
slarterhause. Ninja spirit, 
Gunhead £140 0233 627&39 

ATARI 520STFM 4 months old 
with over £1 200 worth games 
+ mouse joystick andmouse 
holder £400 Tel: 08907 
71564. 

ST AND F*C games for sale or 
swap. AJI originals. PO Box 76 
29952J Heerjansdam, Holland 

ATARI S20STFM with £300 
worth softare Inc Discovery 
Pack, F19, Populous. Falcon, 
VGC £300 ono Phone 081 - 
852-3575 evenings. 

JAPANESE scart PC engine 
with 5 player adaptor + three 
joypads plus & games 
includes Gunhead. F-Soccer 
R-Type Bargain £250 Call 
OBI -640-6346. 

ATARI 520 STFM Power Pack 
Games plus many others. 
Joystick quick sale £220 Tel 
0784-242554, 

AMSTRAD 464 Colour 
monitor voice synlhesiser 
three joysticks light pen, 1 00 + 
games £300 Tel: 081 -98 T- 
9835 

NEO GEO Console with 
magician Lord and Nam 1975. 
Good condition Will accept 
offers around £300 Tel: 0522- 
546271 (Sluart} 

AMSTRAD CPC464 
Modulator joystick over 1 00 
games inc Hobocop Rainbow 
Island Nighibreed Worth £530 
Sell Ior£l80ono (0602) 
397916 

ATARI ST 1 MEG Drive 
joystick £800 of software inc 
Corporation, Powermonger 
K02 Sell for £400 Tel: 0705- 
594765 

AMSTRAD CPC464 Colour 
monitor + disk drive over 25 
games tape & d sk £150 ono 
Tel . Daniel 081-445-3723 



SEGA MEGADRIVE Boxed 
good as new two joypads & a 
games £375 ono Tel: Daniel 
031-445 3723 London 

ACE MAGAZINESloves 1 to 
date Unique opportunity inc 
Binders Tel Cardiff 569115 
Also PC Plus PC Today etc.. 

520STE 1 MS Memory 1 MB 
external drive Mastersound 2 
Syncro express 2 36 original 
simcily BAT Baal etc £399 
Call Lee 0222-643051 

ATARI 520ST tor sale 50 
game mouse excellent 
condition Bargain £299 Tel: 
' 071-359-9053 

ATARI STFM 2 joysticks 
mouse manuals E500 worth 
I games including Corporation 
Op Wolf Manchester Utri Etc.. 
£2.60 Tel 07376645331 



helpline: 



HELP NEEDED for starting 
Amiga energiser Club which 
buys, sells and exchanges 
your used original software 
desperately needs games to 
gel started Will pay good 
prices depending upon quality. 
For rough value telephone 
{07B9J 764039 for exact price 
send disks with telephone 
number or SAE to : Amiga 
Energiser. Andrew Stanford 
1 5 Fields Park Drive Alcester 
Warwicks Also D Paint 2 only 
£25 

HELP desperately seeking 
Wing Commander 5.25: IBM 
Will trade Red Baron Sim City 
or others. Please contact 
Kevin (0249} 445025 106 
Queens Cres. Chippenham 
Wilis SN14 OMP 

HELP needed on Monkey 
Island I can;t get into the 
mansion writs to Mattioli 2B 
CfWrford Rd, Tonbridge, Kent 
TN10 4UN 

HELP given on many old and 
new adventure games send 
SAE for Jist Also C64 with disk 
drive Geos many games and 
Action replay 6 2 yrs old 



worth over £500 only £1 20 I 
am also looking to join a user 
group far the Amiga Anyone? 
Write lo : Stephen Maughan, 
Timberton House. The Mount, 
Buckenham Tofts, Thetford, 
Norfolk. 

CAN ANYONE TELL me the 
file structure of Deluxe paint 2 
Picture files in IBM PC Also I 
would like to contact any 
Pascal C or 8086 
programmers with view to 
forming Demo group Contact 
Lee Bochicchio 41 Pear Tree 
Ave Copull Lancashire or 
phone 0257-793150 

HELP coder wanted for up 
and coming Amiga demo 
group. Have GFX musicians 
Spreaders Ring 0262 81 5903 
No lamers please. 

"Console owners want the 
latest news, game reviews 
tips cheats and bugs lhon you 
need 'Electnc brain" - the 
f fanjine for Hi Tech game 
console owners. For a free 
sample copy send a large 
SAE to ONN Lee 125 Arnold 
Rd Beslwood Estate 
Nottingham We support most 
major console - including 
Megadtrive Super Fanticon 
GaTieDoyand PC Engine 
(unlike other magtazines!!) 

SWAP my LYNX with PSU 
and Calif Games for 
Gameboy plus Games (Herts) 
0442-249031 Ask for Alex 

I Have completed Wing 
Commander Kings Quest 5 
Space Quest $ Leisure Suit 
Larry 2 and can ofler help on 
Super Qfl Road, Zenon 2 
Silent Service 2 Red baron 
and Tean Yankee Phone 
Anthony on 0246-434509 
after 5 weekdays and anytime 
weekends. 

PLEASE help solutions to 
Kings Quest 2 Zacfc 
McKracken Larry (1-3) Deja 
Vu I would be grateful if you 
could help. 

Want help with games? I have 
cheats on disk Send SAE to 
12 Dudley Rd Brighton E 
Sussex 



HELP needed on rainbow 
Islands tor finishing Level 1 
Passing the spider Hisharn 
Khalia, PO Box 5364 Minama 
Bahrain. Arabian Gulf 

DESPERATELY trying to find 
Lynx with a few games willing 
to swap Nintendo G1t0 world 
of games light gun two 
joypads Nes advantage 
joystick still boxed with 
manuals worth £210 W 
interested call or write to 
Philip Cohen Address 3 
Peerage Way Emerson Park 
Hornchurch Essex Tel: 04024 
42242 

HELP WANTED on Zynaps 
infinite lives for Amiga Also 
any help for HATE have got 
loads oi tips fore other 
gasmes If anyone wants the. 
Dave Moore 9 Edinburgh 
Way, Dersingham Kings Lynn 
PE31 6JJ 

BIG IDIOT needs help in 
Delphmes Fulure Wars Full 
solution would make me very 
happy Write toC Angell 1 0 
Laggary Park, Helensburgh, 
Dunbartonshire, Scotland 

STUCK in a game? Then I 
may be able to help. Wilh 
over 1 00 cheats and so 
solutions (or adventuures 
Send £1 + SAE to Daniel 
Moore 133 Cambridge Drive 
Ipswich IPS 9UN 

HELP NEEDED desperately I 
am forming a new crew for the 
Atari ST and we intend lo 
code games demos etc in 
68000 machine code. I would 
appreciate any help in the 
way of Source code, demos 
etc. or even lips and advive 
Contacts Also reeally needed 
Write now to Emmet 
Fitzpatrick Corkeeran 
Ballybay. Co Monaghan 
Ireland 

SEVEN CITIES OF GOLD 
(PC & AM} and other games 
by D Puntel High reward Write 
M Koivula, Tiiranranla 7 
01800 Klaukkala, Finland. 

NEED TV Tuner for NEC GT 
PC Engine that will pick up TV 
stations in the UK Willing lo 



swaperther Columns, 
Operation Wolf Outrun or R- 
Type (All brand new in boxes 
fust bought IromJapan. Write 
to Thomas Quinn at 76 
Coventry RD Market, 
Harborough Leictesreshire 
LEI 6 9BZ or Phone 0858- 
410233 {9-5} Badly need so 
please hurry, 

ATARI LYNX Fanzine needs 
writers artists Contact Lynx 
user 11 Montgomery Rd, 
Spencers Wood Reading HG7 

GAMEBOY owners need 
games reviewing and rating 
wanl to know which are the 
best games to buy Please 
also send me tips Send SO in 
Stamps to Mark Brailslord 29 
Homdean Rd. Sheffield S5 
Also urgently seeking tips lor 
IBM PC games. 

HELP needed (again) I need 
to get past the Beast in 
Hitchhikers Guide to the 
Galaxy. I can give help to 
anyone stuck in Planetfall loo 
, Contact James Lyon, 1 8 
barony Terrace Edinburgh 
031-334-1713 

NOTICE! 
L iifurtunately, due In 
piracy groups usinj; the 
Penpals section, ACE 
h;ive been forced lo 
discontinue this part of 
the Readers Page. We 
apologise to genuine 
advertisers for any 
inconvenience* 
Any suspicious entries 
will be forwarded to the 
Federation of Free 
Traders who will take 
action against Pirates. 



NOTICE! 
DO YOU WANT TO It! 
IN OUR READERS 
PAGES? 
YES? 
THI \ PILL IN THE 
ENTRY FORM IM> 
STICK IT l\ THE 
POST! 



TELEG&MES 



(Nintendo) 



Europes Laryesi Stock of Video Games & Cartridge* For — 



SIU /nEGPt DRIVE 



NINTENDO 
GAMEBOY 

LYNX 

The leading Video gims specialists. Send for Ml I state make of gamel 





mm 

2600 
and 
78O0 



mfCAMtS WIGSTMi, IfKESTH, LEI TTT. IMii-MGMS) 



More public domain play 
power from Pat Win Stanley - 
and yet more unauthorised 
versions of old favourites... 

NYET 

PC- £4,00 - Shareware 
Fantasia Shareware {GAM-TO 7) 

Tetru addicts are in for a treat •■■with this apjprtrcn? (.kmc 
from Fantasia. 

Just in case you've never seen Tetris the game 
involves manipulating falling coloured shapes. Each piece 
can be rotated .irul moved Ic't or rignt. the idea being to 
position the shape so that when it reaches the bottom of 
the well, the place it settles help* to create a solid line of 
colour from one vde to the other. 

Sounds simple? it $n't. vc-u have no choke of which 
shapes will come or in what order SO some frantic manip- 
ulations eniu* while Mocking unwanted (for the moment) 
shapes out of t he way. 

If the stack of shapes reaches the top of the screen 
yOu'vr lost. Each time you manage a colourad line, that 
Ime is removed from the screen, allowing shapes, above to 
drop down. This often produces a cornpleiely different set 
Of gaps to be filled and and necessitates a rapid tactical 
rethink. 

Although not precisely 'state of the art', the game H . 
Simple to play with a good choke of keys, Left and right 
are operated by J' & T while the the 'K' key in between 
roialfj the shape. Tapping the spacebar a< : i-'f.iic-. "In- 
fill of the shape. Colours aren't too bad either {the K.CS 
(Amiga) PC Emulator deploys eight) but although there is 
a toggle for sound, I couldn't get a squeak out of the 
game. 

This H the sort of program which either grabs or it 
doesn't, Personally I find it a little tedious but a friend is 
Utterly hooked. Either wav it's not too enpensive to give it 
airy. 

GAMES II 

Amiga - £ f .50 &fOp post - PD 
VaHy PD 

When 4 PD disk arrives with simply a reference number 
it's worth jotting a note down on the Ubel to say what 



ACE FREEftlES WORKS! 



ACE knows this column actually results; 
in more sales for participating libraries - 
at least one has had to b* rescued from 
under the deluge of extra mail. So why, 
we wonder, do we have to put so much 
effort into locating suitable software? If 

you're running a library and want to 
boost your business, phone Steve Cooke 
oh 071 251 6222 for information about 
editorial coverage in this section, 



the gam* If about My note for this disk was *OI' Timers*. 

The disfc Consists of six programs including beautiful 
{but presumably unlicensed) conversions of Space 
Invaders, Missile Command, QU and Oalaxilh together 
with a couple of puirle games Each is a good game in its 
own right and as the disk as a whole is superb value, 
(Although it's a shame that it appears to have been put 
together by software thieves - heaven knows what Atari 
et al think of this sort of thing.) 

Newcomers to computing will be able to find out 
what the old hands are referring to when discussing 
ancient history and those who lost their old favourites 
through upgrading will find plenty of nostalgia. 

POMPOM 
GUNNER 

Amiga -£i.10Sr SOp petit - PD 
Vally PD 

Mindless blasting seems to have gone out of fashion these 
il..jyi with oil the strategy elements which pepper recent 
ShOol-em-ups. With this in mind I was pleased to find chit 
disk in a bundle sent recently. 

Set in the 2nd World War, you man an American Pom 
Pom gun during a Japanese air attack. As aircraft fly 
across the screen m pseudo 3D, the joystick controls your 
gurisight and the fire button you* trigger. And that's 
about all there is to the game - but it ain't half fun. 

The backdrops and planes are digitised. Despite an 
annoying flickering band at the bottom of the screen, 
atmosphere is well maintained by both graphics and 
sound. Wrth such simplicity the temptation is to annihilate 
anything that moves - but that's not a totally good idea 
as I discovered wh*n I was ticked off for shooting two 
f/iendly planes out of the sky. 

If you're i coking for something not too easy but tak- 
ing little in the way of thought power this is an excellent 
contender. 

FLOWER 
POWER 

Amiga (1Mb) - £3.50 - licenseware 
AMOS PD Library (LPD27) 

Len Tucker's at it again with yet another highly imagina- 
tive game. This one's reatly for kids but the adults who 
have seen it usually erui .jij hrtvmg ,1 go too. 

The aim is to grow and pick flowers while avoiding 
assorted nasties in the garden. Each level demands more 
and more flowers to be grown as the minimum entry for 
the local flower show. 

As befits its adventure style, the gameplay sees you 
controlling the gardener in his task with various jobs to 
be tackled in order to nurture nature. 

Digging a plot is followed by the planting of seeds. 
But seeds need to be watered to grow, and the watering 
can needs regular refills. If you become too distracted by 



SHAMELESS PLUGSJ 



Software supplied by: 
Vally PD - 091-567 1 195 (Amiga), PO 
Box IS, Peter lee, Co. Durham, 5R8 1NZ 
Amiga nut! United - 0703 78S680 
(Amiga) 169 Dale Valley Road 
Hollybrook Southampton SOI 6QX 
Riverdene PDL - 0734 452416 (Amiga), 
30a School Road, Tilehurst Reading, 
RG3 SAN 

Adventurers PDL - 0785 44227 (ST) 32 
Merrivale Road Rising Brook Stafford 
ST 17 9EE 

Fantasia Shareware - 0761 22 1 585 
(POMac) PO Box 1254 Compton Martin 
Bristol B518 6JX 

the marauding garden pests and forget to wattf tha 
plants they will start to droop. Only when beautiful 
blooms are evident may you pkk the flowers and deposit 
them in the collecting! basket 

Pests range from growling dogs to giant ladybirds, 
and all of them will eat your seeds and young plants if 
they are allowed close enough. There's no krlling involved 
though - simply shake your fist and emu a Kung-Fu style 
war cry to scare the beasties away. 

Animation is simple but effective and the graphics 
generally feflect the targeted child player. One touch 
whifh rflw.iys mk j r.", m« s the way the gardener loofel as 
though he's doing a "Prince William" while operating the 
watering can. The entire game is joystick controlled and 
frantic without being too anxious to kill you off 

MEGABALL 

Amiga - £2. SO - PD 
Riuprdene (GAM 906AM) 

One of my aJI time favourite games has to be Breakout 
and Megaball ft one of the best clones around. It's so 
good that even creaking under pressure of work I had to 
play for a whole afternoon - just to teit it you under- 
stand. 

Although cjameplay is pretty standard - hit the ball 
with your bat to take out all the brick s in the wall - the 
features included m this version make tor a whole new 
scenario. AN tht oM favourites are there of course - 
bombs, glue, shrink, expand and so on, but you also have 
icons which toggle tunes, turn your bat into t high pow 
ered laser, take OUl solid bocks or slice through them like 
butter. Invisible bricks cause chaos too. 

With all this to contend with you tend to forget 
about the ball altogether. Who cares where it is when you 
have fust made a double-elongated bat and can't move 
sideways far enough to avoid the bomb now On its inex- 
orable way toward* you. Highly recommended for all ages 
and reflexes. 

See you next month I 
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FOR INFORMATION 
LEADING TO A 
PROSECUTION 
& CONVICTION 

ANV INFORMATION ON PIRACY SHOULD 
BE PASSED TO F.A.S.T. (THE FEDERATION 
AGAINST SOFTWARE THEFT) PIRACY 

TELEPHONE 071-497 8973 IS THEFT 





11.17th July 
SOFTWARE RELEASES 



QBH: Super Cars (ST, Amiga 
£7.99). Re-released top-down 
racing game in f uturistic set- 
ting. Further oldies from the 
Gremlin back catalogue to be 
released this week: 
Impossamo/e fSX Amiga 
f 7,99). Footballer of the rear 
2 (ST, Amiga £7 99). Kid 
Gloves (originally from 
Millenium - ST, Amiga £7.99}. 
Cloud Kingdoms (aFso ex- 
Millenium - ST, Amiga 17 93), 

Mindscape: Blue Max (ST 
£30.99). Air combat in World 
War I. Dai Boot (ST £30.99). 
Submarine simulation. 

MindcrafVElectronic Arts: 
Key* to Maremon (Am iga 
£25,99). 360/Electronic Arte: 
Armour A/fey (PC £29. 99). 
interplay/Electronic Arts: 
flaff Jeehess 2 {Amiga £25.99). 
Graphically- led chess game 
where the pieces actually 
materialise and fight one 
another for possession of the 
squares. 

Ubi Soft: Fast lane (PC 
£29.99), Five racing games: 
Stunt Car Racer, Hard Drivin, 
Wt*, Ferrari Formuta One and 
Chicago 90, 

Empire: Space fS99 (PC 




Sunday 11 

Motor Racing; Hungarian Formula 
One Grand Prix in Budapest ■ can 
Nigel Mansell make up some of the 
deficit rjn Ayrton Senna? 
Monday 1 2 

Cricket: Final Day of the Fifth Test 
between England and West Indies, 
at The Oval. The grouse shooting 
season opens. 
Tuesday 13 
Wednesday 14 
Thursday 15 
Friday IS 

Birthday of Madonna, in 1958. 
Saturday 17 

Anniversary of the Proclamation of 



Independence, Indonesia. Football; 
First Saturday of the 1991-92 
Barclays league season. 



18 24th August 
SOFTWARE RELEASES 



Cinema ware: Double Double 
Bifi (Amiga f 35.99), TV Sports 
Football TV Sports Basebalt, 
Wings and Lords of the 
Rising Son, all in one pack- 
age. 

Mirror Image: Sinbad (ST, 
Amiga, PC £9,99}. Conflict 
Europe {ST. Amiga, PC £9 99). 

Image WorksJKenami: Bill 
Elttots' NASCAR Racing, (ST 
Amiga £35.99). Motor racing 
game in Indy 5DD style. 

Electronic Arts: f»u warmon- 
ger Ctue Book (£7,50). Hints, 
tips and tactics for 
Poi/vermonger addicts. FA 
Mocftey (Sega Megadrive 
£39.99): Ice hockey action 
game, flaft/echess (CD-w, 
price TBA). 

Psygnosis; Amnios (ST, Amiga 
£25,99}, Pilot your craft 
around several planets, 
destroy anything that moves, 
marvel at the graphics along 
the way. Psy gnosis Sizzlers: 
Stood Money (Amiga £7.99, 
PC £9,99). 

Empire: Megatravetler 2 {PC 
£30.64). FoFlow-up to 
acclaimed strategy game 
(though it hardly seems a 
week since MT1 hit the 
streets). 

Sunday 18 

1959: the first Mini, produced by 

the British Motor Corporation, was 

unveiled today. 

Monday 19 

Tuesday 20 

Wednesday 21 

Thursday 22 

The new law allowing pubs to stay 
open all day took effect on this day 
in 1988. Cricket: test match, 
England vs Sri Lanka, begins at 
Lords'. 



Friday 23 

Liberation Day, Romania. 
Middlesex County Council 
announced plans to open a new 
type of school, called 'comprehen- 
sive', on this day in 1948. 
Saturday 24 

Athletics: World Championships 
begin in Tokyo. 



2 5 -31 st August 
SOFTWARE RELEASES 



Image Works: Xenon 2: 
Megablast (CD-TV, price TBA). 
The graphics, the scroll ing, 
and most importantly, the 
music, all on Amiga CD. 
faleott (CD-TV, price TBA). 
Flight aim with heavy empha- 
sis on realistic controls. 
Spectrum Holobyte: Night of 
the Intruder (Amiga £10.99). 

Mind craft/Electronic Arts: 
Rules of Engagement (Amiga 

£25.99). 

LankhorfUbi Soft: tutaupiti 
island (ST, Amiga £25,99}. 
Ubi Soft: Ironford (PC £29.99). 
Graphically led mediaeval 
saga. Winning Five (ST, Amiga 
£25.99). Compilation compris- 
ing Ironlord, Night Hunter* 
Twin Worlds, Puffy and Sir 
Fred. Pro Tennis Jour 2 {PC 
£29.99) About the nearest 
you can get to the real thing 
on computer at the moment. 

Acti vision: Beast Busters (ST, 
Amiga £25.99). Defeat the 
zombies investing the city 
centre, F-14 Tomcat {PC 
£35.99). Flight sim based on 
plane featured in Top Gun. 

Sunday 25 

Motor Racing: Belgian Formula One 
Grand Prix at Spa. 
Monday 26 

Bank Holiday England and Wales. 
Tennis; US Open begins in New 
York, Anniversary of first BBC trans- 
mission of TV pictures using both 
images and sound, in L 9 36. 
Tuesday 27 
Wednesday 28 
Thursday 29 
Friday 30 
Saturday 31 

National Day, Malaysia National 
Day, Trintdad and Tobago. 



1-7 September 
SOFTWARE RELEASES 



Domark: James Bond 
Co/Section (ST, Amiga £29.99). 
Compilation comprising 
Licence to Kill. Live and Let 
Die and Spy Who Loved Me, 
Thunderjaws (ST Amiga 
£24.99, PC £29.99). 
Underwater mayhem with 
mutant sharks and the like in 
Tengen coin-op conversion, 
delayed from originally 
scheduled July release, 

Minder aft/E I eetromc Arts: 
Magic CAndfe 2 (PC £29.99). 
Fantasy role-playing as you 
explore the dreaded domain 
of Gurtex. Zone Warrior (ST, 
Amiga £25.99). Platform 
game with five time-travel 
scenarios and plenty of 
mazes and puzzles en route. 

Gremlin: Pmgastis (ST, Amiga 
£25.99). Airborne shoot 'em 
up on horseback (I). 

LankharAJbi Soft; Vroom 
(£24.99). Racing game. 
Ubi Soft: Music Master {5T, 
Amiga, PC £34.99 - 5T and PC 
with sound cartridge £44.99). 
Tutorial and composer pack- 
age, 

Empire: AviVrght 2000 (PC 
£30.99). Tank simulation. 
Peathbrrnger (ST, Amiga, PC 
£30.99). Multi-screen arcade- 
style game with you as Kam, 
man with a sword and a mis- 
sion to wreak havoc. 



SEPTEMBER 



Sunday 1 

All Formats Computer Fair arrives 
in Leeds, at the University Sports 
Centre. Doors open 10.00am; 
Contact number for organisers: 
0225 868100. Athletics: Final 
Day of World Championships in 
Tokyo, 
Monday 2 
Tuesday 3 

1967: Sweden switched from driv- 
ing on the left, to driving on the 
right hand side of the road. How? 
Wednesday 4 
Thursday 5 
Friday 6 

The UK industry's biggest exhibi- 
tion, the Computer Entertainment 
Show opens at Earl's Court 2, 
London at 9.00am. Phone the 
information hotline on (0839) 
500820 for details. 
Saturday 7 

ECES continues, plus All Formats 
fair in Victoria (info from the 
organisers on. 0225 858100). 
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Ho! Ho! Our request for bogus game scenarios 
last month had us rolling in the aisles for, well, 
at least five minutes. The winner, after consider- 
able debate, has to be M. Furnival of Runcorn, whose 
entry kept us chuckling the longest: 

Mr Furnival 's spec for Penuttimate draw! W/' M intro- 
duced the hideous possibility of virtual reality beat-em- 
ups r featuring two game modes: '...TOTAL WEAKLING - 
lots of places to hide until those nasty men go away {or) 
SLOBBERING MANIAC - nowhere to hide, but who 
cares... you re there to eat human flesh!" 

"he game kicks off (literally) as you Don your head- 
set.. .and watch in horror as a gang of roughnecks 
break bottles over the head of your girl.' 

'Good luck!' exhorts the blurb, '...and let's be careful 
out there!' Well done, MF, your game is on its way. And 
an honourable mention to Nick Oldfield who managed to 
come up with a scenario that punned on literally dozens 
of well-known games. 



And now for a mega compo because, as you'll find out 
below, Blitter is departing ACE this month alter four 
years of (mostly) faithful service. He reckons you 
deserve something a little bit special for putting up with 
him, and here it i&„ 

ACE is mounting the Advancing Computer 
Entertainment conference at the ECES in Earls Court in 
September (on the 5th and 6th. to be precise). At the 
time of writing, this conference will give games enthusi- 
asts the unique chance of meeting and hearing from 
such luminaries as Chris 'Balance of Power' Crawford, 
Brian 'Beyond Zork" Monarty, and a host of others. This 
is a serious affair - perhaps the first professional com- 
puter games design conference ever held in 
Europe - and the entry price reflects this: £65 for 
two days, eight speakers, lunch, and a panel ses- 
sion. 

If you think that's pricey, remember that equiva- 
lent events cost at least £200 to enter and usually 
much more. However, we recognise that for some 
ACE readers this sort of cash is out of the ques- 
tion, so Blitter is stepping in with a unique chance 
for five lucky chaps {or chappesses) to get in for a 
duck. If you win, you'll ba rubbing shoulders with 
some of the biggest names in showbusiness. 

So here's your chance. Simply write down on a 
postcard the name of the game you consider to be 
the best designed program you've ever played, 
and then tell us why you chose if. The five tickets 
will go to the five entries that demonstrate to us 
the keenest design sense - you don't have to be 

literate, abel to spel, or even funny - 
we just want five people who REAL- 
LY think they know what makes a 
good game, and who can tell us 
what, in their opinion, that X-factor 
is. Get to it! The address for entries 
is: 

ACE Blitter Good Bye Compo 
Priory Court 
30-32 Farringdon Lane 
London 
EC1R3AU 

...and the deadline for entries is 
August 30th. You MUST also include 




your daytime or evening telephone number for contact, 
just in case you win! 

For many of you, especially those of you involved in 
entertainment media, this conference is really too 
important to miss. You can book a ticket by telephoning 
Steve Cooke or Sarah Ewing on 071 251 6222 for 
details. Attendance is strictly limited and interest is 
already running very high, so get in touch soon if you 
don't want to miss out, 



And so farewell, after 48 issues. Blitter can exclusively 
reveal that ACE was originally going to be called Blitter 
(yes, it's true) but a last minute decision went for ACE 
instead, with Blitter being reserved for the final page. 

Early Blitters make pretty ironic reading - the first 
reported how Durell Software's latest astrology program 
had predicted that the company would get into financial 
trouble. The company disappeared soon afterwards. In 
the second issue, Stuart Bell and Wild Bill Stealey of 
Microprose are seen cutting a celebratory cake togeth- 
er - later they were cutting each other as Bell stormed 
off to start Electronic Zoo. Then it was Telecomsoft and 
Hewson going to court - now both of them are off the 
case. Plus ca change... 

...And the games.... Blitter particularly enjoyed 
Impact {the Arkanoid derivative), Plutos (an early ST two- 
handed shoot' em'uph Bonecruncher from Superior, 
Ultima V, Cosmic Osmo (while it lasted}, Lurking Horror 
(what other game has had rats 'chittenng' in it?), Beyond 
Zork and, more recently, Martian Dreams. Old readers 
will always be welcome at the Sunny side Home for 
Retired Hacks, but watch out for that bedpan... 

• BM Blrt r 



CD-I EXCLUSIVE! 

Next month brings ACE readers a red hot 
exclusive that could take the lid off the 
future of home entertainment systems. 
We've all heard endlessly about C(H but 
now Philips have invited us for an in-depth 
tour of the European software development 
labs in Dorking. We'll be able to tell you in 
detail about the sort of games you'll be pay- 
ing when the system launches next year, 
how it compares with CDTV, how much it's 
likely to cost and - the nitty gritty - whether 
it s worth saving up those pennies for... 



IN NEXT MONTH'S ISSUE 

Next month we're launching the 5th Year 
of ACE with news of some major 
advances in magazine technology! We're 
not giving anything away, but get next 
month's ACE for the full story* Plus,., 

• The Gremlin conference: check out the cur- 
rent games in development at the home of the 
hottest racing sims around... 

• Exclusive pre-ECES show reports,.. 

• ...And a host of surprises. Don't miss it! 



Dear Newsagent, 

You may not have noticed, but I'm a damn 
slight quicker on the fire button than your 
average Joe, My exalted games playing status 
demands nothing but the best so please 
reserve me a copy of the world's hottest com- 
puter entertainment magazine: ACE. 
PS ACE is out on the 8th of every month. 

Name... 

Address 




No 
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to buy 
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